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OREWORD 


Lightning Returns: Final Famasy Xlll is a 
very special game for us. It is the result 
of several years’ work on the trilogy, with 
all of the team's experience culminating 
to-offer an outstanding concluding title. 
It is a synthesis of memorable features 
and faces from previous Final Fantasy XIIl 
episodes, but also & new and distinct 
adventure in its own right. 


When | look back, |realize that our decision 
to make Lightning Returns so open, and to 
give full control to the player, was a bold 
move. With three difficulty levels, a world 
that evolves throughout the thirteen-day timeline, and the unpredictability 
of each player’s choices, ensuring that the game remained fun and balanced 
no matter what was incredibly challenging: and this was a challenge that 
we embraced. We have worked hard to refine Lightning Retums so that 
there is always something in it for you, wherever you are and no matter 
what you have achieved to that point in the game. 


This is precisely where this guide comes in. With so many things to be 
accomplished and uncovered in a game world teeming with opportunities, 
this book will be a teacher with boundless patience, a savior when things 
seem bleak, and a wise friend always on hand to offer the advice you 
need. It is encyclopedic, yet unfailingly accessible. Our longtime partner, 
Piggyback, has accomplished miracles in creating this authoritative (and 
beautiful!) companion tome, 


lam pleased and honored to welcome you to the world of Nova Chrysalia, 
‘and 1 trust that this guide will help you enjoy every last moment of our game 
to its fullest. 


Motomu Toriyama 
Director, Lightning Retums: Final Fantasy XI 
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GUICKSTART 


FAMILIARIZATION 


This is your first episode of the Final Fantasy XIIl series, 


or you have limited role-playing game experience. 


Cast & Concepts chapter (page 10) 
This features brief summaries for key pratagonists and events in 
the series to date, 


Primer chapter (page 20) 

The Primer will help you to get to grips with character progression, 
exploration, combat and the passage of time, among many other 
concepts, and will enable you to approach the early stages of 
Lightning Returns with far greater confidence. 


Walkthrough chapter (page 54) 

Here you will find a gradual and accessible progression plan in 
the Nova Chrysalia world, highlighting opportune moments to 
acquire new equipment or abilities, and presenting quests in an 
order that will help you to avoid potential difficulty spikes. If vou 
need assistance in completing any of these objectives, vou will 
find appropriate page references to other chapters. 


Past the opening hour of the story, Lightning Retumns offers you the freedom to 
complete maín quests and optional objectives as and when you see fit. It features 
play mechanics and underlying systems that are extraordinarily ich and complex, with 
@ multilayered and flexible battie system that requires countless hours af experience 
‘and practice to master. 


While such freedom is hugely enjoyable and inspiring, it also means that there are 
various potential traps that lie in wait for the unwary player — particularly difficulty 
spikes that arise from poor preparation, or attempts to conquer challenges best left to 
later in the story. You will therefore greatly benefit from having a clear idea of how you 
want to approach the adventure. 


In this Quickstart section, we have defined four different play styles or general 
objectives that you may have. Depending on what your goals are as you begin playing 
Lightning Returns, this will enable you to identify what sections of the guide will be 
most relevant to you. If you redefine your priorities as you delve further into the game, 
feel free to come back here to find quick references to other sections of the guide. 


GAME COMPLETION 


Your primary goal is to complete the main storyline, 


Main Quests chapter (page 66) 

This chapter provides step-by-step guidance for the five main 
quest storylines, with annotated maps offering visual solutions 
to every challenge and dungeon. 


Guide Contents Overview 
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Broadly speaking, the main chapters of this guide belong to one of three categories, each reflecting à way to use the guide depending on your play style 


and level of proficiency. 


GAMEPLAY CHAPTERS 
» Primer: An overview of all key game features — the ideal entry point 
to the guide for most players. 


* Strategy & Analysis: An utterly comprehensive, in-depth analysis of 
the game's fundamental mechanics 


REFERENCE CHAPTERS 
Bestiary: A catalog of all enemies in the game, with a clear data 
sheet and authoritative combat strategies for each assailant 


Inventory: Lists of all items and abilities, with details on their 
availability conditions, parameters and effects 


Extras: Details on various unlockables and bonus features 


MINIMUM 


ASSISTANCE 


Quest chapters (pages 66, 104 & 136) 

If you need help for any quest in particular, the Main Quests, 
Side Quests and Canvas of Prayers chapters have at-a-glance 
solutions for the corresponding missions. A single look at our 
annotated maps will often be enough to get you back on track. 


Bestiary chapter (page 150) 

If you struggle against an enemy, the Bestiary offers you complete 
coverage of all monsters, highlighting their weaknesses and how 
they can be defeated with ease. You can find a complete directory 
of all creatures at the beginning of the Bestiary itself. 


WALKTHROUGH CHAPTERS 
« Walkthrough: An optimized path through the game for a first 
playthrough 


« Main Quests: Map-based, step-by-step solutions for all main quests 
» Side Quests: Concise map-based solutions for all side quests 


* Canvas of Prayers: Requirements and solutions for all Canvas 
quests 


» Ultima Walkthrough: An optimized path through the game for 
experienced players 


Ultima Walkthrough chapter (page 300) 

After at least one initial playthrough, the Ultima Walkthrough will 
help you achieve à “perfect” playthrough, completing all possible 
quests and giving you ample time to prepare for the game's 
toughest challenges. 


Strategy & Analysis chapter (page 260) 
An in-depth look at the many systems that underpin the playing 
experience, which will enable you to greatly optimize your 
performance. 


Inventory chapter (page 222) 
Find out how to acquire every last piece of equipment and ability, 
study their parameters, and understand their vsage and effects. 


Bestiary chapter (page 150) 

To reach 100% completion, you will need to defeat all monsters 
in the game, including the ultimate bosses. The Bestiary offers 
data sheets and extensive analysis for every enemy type, with 
reliable five-star strategies. 

Extras 

Here you will find details on any Trophies or Achievements 
missing in your collection, as well as New Game+ features and 
assorted special events. 
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THEMATIG INDEX 


Whenever you require an answer to a particular question, you may find that your most direct route to the solution lies in this thematic index. 


BEGINNER QUESTIC 


QUESTION PAGE 


| Haw does this game work? What am I supposed to do? 
What difficulty setting should choose? 
What are the game's controls? 
How do | make sense of the game's interface? 
How does the time flow system work? 
How do ! read the map? 
What is a Schema? 
How should | design each Schema? 
How do | use abilities? 
What are attributes used for? 
What is Synthesis? 
How do I develop Lightning? 
How do 1 defeat enemies? 
What are the strengths and weaknesses of my enemies? 
What is stagger? 
What is Perfect Timing? 
How dol heal? 
What do the battle-related icons mean? 
What are status effects? 
What are Chaos Infusions? 
What is EP used for? 
What are the main points of interest in each region? 
What am | supposed to do on the Ark? 


I'm stuck in a main story mission. Where can 1 find help? 
Where can | find help on chapter 0-17 
Where can | find help on chapter 1-1? 
Where can 1 find help on chapter 1-27 
Where can | find help on chapter 1-37 
Where can | find help on chapter 1-42 
Where can | find help on chapter 1-5? 
Where can | find help on chapter 2-12. 
Where can | find help on chapter 2-22 
Where can | find help on chapter 2-37 
Where can | find help on chapter 3-1? 
Where can | find help on chapter 3-22 
Where can | find help on chapter 3-3? 
Where can | find help on chapter 4-17 
Where can | find help on chapter 4-27 
Where can | find help on chapter 4-32 
Where can | find help on chapter 4-49 
Where can | find help on chapter 4-5? 
Where can | find help on chapter 5-17 
Where can | find help on chapter 5-22 
Where can I find help on chapter 5-3? 
Where can 1 find help on chapter 5-47 
Where can | find help on chapter 5-5? 
Where can | find help on chapter 5-62 
Where can | find help on a main story mission on the Final Day? 
What is New Game+ (SPOILER WARNING? 
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OPTIONAL OBJECTIVE QUESTIONS 


Where can ! find assistance for the Luxerian Side Quests? | 
Where can | find assistance for the Luxerion Canvas of Prayers 
Quests? 

Where can | find assistance for the Yusnaan Side Üyests | 
Where can I find assistance for the Yusnaan Canvas of Prayers 
Quests? 

Where can | ind assistance for the Wildlands Side Quests? | 
Where can 1 find assistance for the Wildlands Canvas of Prayers 
Quests? 

Where can | find assistance for the Dead Dunes Side Quests? | 


Where can | find assistance for the Dead Dunes Canvas of Prayers 
Quests? 
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| Where can 1 find assistance for the Global Canvas of Prayers 148 
Quests? ene aal} 


INVENTORY QUESTIONS 
QUESTION 
Where can | find details on Garb? 
| Where can ! find details on Weapons? | 
| Where can | find details on Shields? 
Where can | find details on Accessories? 
| Where can | find details on Abilities? 
Where can find details on Adomments? | 
Where can | find details on Shops? 
Where can | find details on Components? 
Where can | find details on Recovery Items? 


ADVANCED OUESTIONS 

QUESTION 
| What is the meaning of each attribute? 

What are the exact parameters of status effects? 
| How does the stagger system work? 

How is my battle score calculated? 

Why are my actions interrupted during battles? 


What is the best way to enhance abilities? | 
Which garb or equipment should 1 prioritize? 
How can | make my Schemata mare efficient? | 


How can | boost my progression? 
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Lightning 


Lightning is one of the humans made Cie who 
turned their backs on their fates and saved 
humanity. Though she was being used as a 
pawn by the gods, she fought with her allies to 
protect her homeland of Cocoon. 


When her life seemed her own again, she was 
swept away by the power of Chaos and was 
trapped in Valhalla, the unseen realm. She was 
chosen as the one warrior who would fight to 
protect humanity’s fate, and yet she was struck 
down in her greatest battle 


Serah, her younger sister and the last remaining 
member of her family, died beyond her reach. 
Chaos flooded the world, destruction and peril 
walked hand in hand, and Lightning lay down 
her sword to sleep in crystal for 500 years. 


But now the final days of the world have arrived, 
and someone has roused the sleeping warrior. 
He is the almighty god, Bhunivelze, and he tasks 
her with a new duty. Her final role in humanity’s 
history will be as the savior of souls. 


Bhunivelze 


Almighty Bhunivelze, god of light. stands above 
other gods and holds the world in his palm 


It was Bhunivelze who called to Lightning 
forcing her to awaken from her long crystal 
sleep to become the savior. And he made her 
a promise: if she completed this great task for 
him, he would use his power to bring her sister, 
Serah, back to her. 


The Destruction 
of the Old World 


During the events of Final Fantasy Xl-2, Lightning 
younger sister, Serah, set out on a journey to avert 
the terrible future that awaited humanity. But 
that journey ended in disaster, bringing about the 
fuination of both time and space. The goddess 
Ero, who maintained the equilibrium between the 
world of the living and the world ofthe dead, was 
gone. And with her went the barrier which held the 
power of the Chaos at bay, allowing it to flood into 
À the human world. 


(Destruction slowly spread across the land over 
intervening centuries. There are now only 
small islands left amidst the darkness 
B people still cling to life. 


Creating a 
New World 


oe 


Bhunivelze will use the souls of the saved to 
populate his new world. For that purpose, he 
has selected a savior to gather the souls and 
prepare them for the new world. 


The people, however, have not lived all these 
centuries unscathed. Surrounded by death and 
destruction, some now harbor a heavy darkness 
in their hearts. These people will not be rebom 
in the new world; their only fate is to wander 
forever in the mire of the Chaos. Cut them free 
from the regrets and griefs that bind them and 
Lightning will save them for the new world. This 
is the main task of the savior. 


By dealing with these unhappy individuals, the 
savior will build a relationship with them and 
lighten their hearts, granting them the right to 
be reincarnated in the next world. Doing so will 
help the savior as well, giving Lightning more 
Eradia and enabling her to grow stronger. 


Eradia & the World's 
Remaining Time 

The world has nearly reached its end; the last 
few days now slipping away from humanity. 
But the savior can give her own energy — her 
Eradia — to buy more time for the world. 


Thirteen days is the limit to how far this time 
can be extended, On the thirteenth day after 
Lightning awakes in this world, destruction 
will come and it will be inescapable. That 
is when, it is said, God will create his new 
world. The savior has the power to save 
humanity's souls to be rebom in that new 
world, but the question is whether she has 
the time to wield it. 


Eradia is intimately tied to the savior's holy 
task. To gather more, Lightning must free the 
hearts of the people from the darkness that has 
consumed them. 


Nova Chrysalia 

The people call this land — which falls further 
under the sway of the Chaos each day — Nova 
Chrysalia. 


In this world, there is no aging, though the 
people can and do die from accidents and. 
illness. By losing the natural progression 
to death, they have also lost the natural 
propagation of life and no new children have 
been born in all the centuries since the Chaos 
first broke into the world. For the past 500 
years, the world's population has dwindled and 
society grown stagnant. 


With no changes to mark the march of years, 
the decades slip past as fleeting as the seasons 
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once did. Children stay forever innocent and 


simple in their hearts. Some believe that God in 
his mercy must have taken from humanity some 
part of their hearts that would enable them 
to truly know the horrible fate they have been 
trapped in. All so that they might live on forever 
in peace, instead of falling prey to the despair 
that is their only inheritance ‚n this world. 


The history of Nova Chrysalia began 500 years 
ago, when the walls between this world and 
the next broke, enabling Chaos to flood the 
dimension in which humanity lives. 


The influx of Chaos slowly covered the lands, 
leaving only small tracts still inhabitable by 


man, The people stood strong in the face of 
this disaster thanks to the strength of their 
leader, Hope Estheim. But when he disappeared 
without warning 169 years ago, the bonds that 
had held society together began ta dissolve. 


After many years of living with the Chaos, 
a church that preached of God's salvation 
appeared and quickly grew to power, capturing 
faltering hearts. This was the Order of Salvation, 
It brought about great changes in the lives of 
the people, and returned a sense af stability to 
society. The people of this dying world largely 
chose the path of faith: bowing to God in hope 
of salvation. 
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The Order of Salvation 


The Order now governs much of human society from 
its seat of power in the grand cathedral in Luxerion 


Believe in the coming of the new world, entrust 
yourself and all you are to God on high — this is the 
teaching that has won over the majority of humanity. 
It is a message of hope in a world with no future, 
a balm for those suffering under the burden of 
overlong lives. 


In the past, the Order also led the suppression of 
“heretics” who did not accept its principles. but that 
Ïs no longer official policy. This is part of the reason 
why so many people are perplexed by the one-sided 
violence being displayed by some heretic groups. 


The Children of Etro 


The Children of Etro is a religious group pledged to 
the goddess of death. Its members believe that the 
only salvation humanity can look forward to is the 
peace of death. 


Etro's followers have tuned their back on the 
teachings of the Order, and expect no salvation from 
almighty Bhunivelze. They do not hope to be rebom 
into the new world which Bhunivelze promises, 
Rather, they hope to be welcomed into Valhalla, the 
world of the dead, 


Many heretics are moderates who keep to 
themselves, but there are also fanatics who are 
willing to commit murder in the name of their own 
brand of salvation. 


The Savior 


Scripture tells believers that a savior will appear at 
the end of the world to do God's bidding and save 
the souls of the people 


When the day of salvation comes, all life will end. The 
souls of those chosen by Bhunivelze will be saved and 
rebom in a new world. The one who is tasked with 
delivering them there is known as the savior 


In this sense, the savior also heralds the coming 
of the end. For the heretics who do not believe 
in the teachings of the Order, or the promise of a 
new world, she is thought to be little more than à 
harbinger of destruction. 


Hope Estheim 


Hope is Lightning's partner in her jouney as the savior 
leading her through her final days with the world 
They were allies once before, a thousand years ago 


Hope had been a boy when they first met, living a 
sheltered life within the floating world of Cocoon, 
until his peaceful days were shattered and his 
mother died before his eyes. He blamed Snow for his 
mother's death, but was forced to work with him to 
defy their shared fate, and through his journey, Hope 
learned to see beyond his grief and hatred. 


When he was a young man, Hope helped human 
society rebuild from the disasters that had befallen 
it He led the Academy, a research institute formed 
to help humanity build its own future free from 
fal'Cie. He launched massive projects that would 
take centuries to complete, believing that science — 
not the gods — would save the people. 


Yet now he appears to have withdrawn from human 
society. hiding himself away to labor in God's service. 


It seems that she has met Snow before 
that the two have more than just à passing 


acquaintance. But Lightning has spent the last 


five centuries in crystal, and she has no way of 


knowing what could have happened between 


the two 


Still, she can bears a 


riking simitart s dead, 


and this Lumina seems to have ven goals. 


«. ond 
Snow's fiancée. Once was embroiled in 
the games of the gods, but Lightning and Snow 


helped save her from that fate, as they fought 


with the help of their allies 


When Lightning became trapped in another 


ah took up arms at her requé 


journey through time to sto 


his attempt: 
Caius d 


of her sister 


the path 
mey ended. The future can be 


vithout a great pri 


to peace, her jou 
changed, but not 


Now it is Lightning's tun to sacrifice, and she 
will give anything to see her sister alive and 
smiling again. 


Snow Villie 


Serah's fiancé from a lifetime 
alongside Lightning when they 


0, Snow fought 
vere both I'Cie. 


When Lightning disappeared, Snow went beyond the 
constraints of time to leam the truth. While on his 
journey, he embraced a dangerous fate, becoming a 
[Cie once again for the terrible power that it granted 
him. Yet even gambling away his own future did not 
win him what he wan end he 
able to be with Serah 


s not 


when she died 


Centuries have p day and the w 
has changed. Snow rules the glittering city of Yi 
as its Patron, and hides away within his palace. 


Noel Krei 


Noel came from a di 
When his dearest fr 
he might direct humanity 


how he met Lig 


Serah 


q, and then 
stood against the destruction he kne 


outcome of history, and 


But his great struggle, though well-intentioned, brought about a different tragedy 
instead. He fought the great warrior Caius, a man he had once 
and defeated him in their final battle —and in 
so carefully laid, triggering the d 


considered his teacher, 
ing so he fell into the trap that Caius had 
uction of the world and Serah's death. 


The Chaos that continues to consume the world, the fruitlessness of Serah's death, his inability 


to keep his promise to Yeul — there is so much to regret. Is it any wonder that his heart may have 
become lost in the darkness? 


Yun Fang 


fought alongside Lightning a 


usand years ago. He 


ans run high and she is a fig 


she and Van 


d for their past 


To prevent Coco 


from 


heroes from Pulse became a 


Ky, the tw 


sleeping within for nearly à thou 
years as they held the weight of humanity aloft 


and 


It has been thirteen years now since Fang emerged from her 
crystal sleep. When they first awoke, both Vanille and Fang 
were cared for by the Order of Salvation. 
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Oerba Dia Vanille 


Vanille was raised in the isolated village 
of Oerba on the surface of Gran Pulse. A 
series of events led her and her best 
friend, Fang, to sleep for hundreds of 
years as statues of crystal 


When she woke from her long 
sleep, she found herself telling 
lie after lie, not wanting to 
face the painful reality of 
wha she was or what she 
had done. Vanille's presence 
affected the fates of many 
people forever, including 
Serah. But with Lightning 

and her other friends, she 
was able to face reality 
and bring about a miracle 

to help atone for the many 
who were sacrificed because 

of her choices. She and Fang 
became the crystal pillar that 
held Cocoon aloft, saving it and 
its millions of inhabitants. 


Nearly a thousand years passed, until 
Vanille and Fang woke thirteen short 
vears-ago 


Sazh Katzroy 


Sazh is a skilled airship pilot who worked 
together with Lightning in order to save 
his only son, Dajh, from a cursed fate 
His constant companion is the small 
chocobo chick that likes to take shelter 

in his hair. 


He succeeded in getting his son 
back safely. only to be drawn into « cavc 
a time paradox and lose Dajh 
again. In order to be reunited with « 
his son, he gambled his fortune 

in a mysterious casino at the end + 
of time. With Chocolina's help, he 
managed to find Dajh once more. 


Five hundred years have passed 
and young Dajn has slept them 
away in a comatose state. 


Paddra Nsu-Yeul 


Yeul is a 


is reborn endlessly among the people knowr 
Farseers 
All the incamations of the seeresses have a limited 


lifespan — it is the price that they pay for the ability 
to see into the future. Soon one Yeul dies, 
another is bom with the same appearance 
abilities. 


d same 


There are countless girls who have carried the name 
eul in the long history of the world, The majority 
ir immortal 


em have been protected by 
Guardian, Caius Ballad. 


Caius Ballad 


The man responsible for releasing the Chaos 
from the unseen realm and inviting the 
id's destruction. Immortal since ancient 

imes, Caius served the seeress Yeul in 
her many incarnations. He vowed to save 
Yeul from the cruel cycle of endless 
death and rebirth. 


Caius's_plotting led to the downfal 
of the goddess Etro, and brought 
catastrophe. The unseen Chao 


released from Valhalla, now consumes 
the world. 
He was ted in his confrontation 


th Noel and he lo art, full of 
Chaos, which had kept him alive so long 


Oracle Drives 


These devices can record a vision of what is to occur in 
the future and play it back for others. They are uncovered 
in ruins that once belonged to an ancient people called 
the Farseers. This tribe was ruled for generations by 
the seeress Yeul, who possessed the ability to see the 
future, and they labored to record the visions with which 
she was cursed. 


The images which are recorded within an Oracle Drive 
are sure to come to pass, if the current path of history 
s followed. If the future that is depicted in an Oracle 
Drive is somehow changed. then any alternate futures 
that might arise are then refiected in the Oracle Drive. 


The Goddess Etro 
and Valhalla 


Etro was a goddess created by almighty Bhunivelze 


She was a foolish goddess who held great affection for 
humanity. Etro gave all of herself for humanity's sake, 
until she sacrificed her own life and fell into the long 
sleep of death 


The wise god Lindzei used the blood that had spilled 
from Etro to create man's body; his soul was fashioned 
from the Chaas. These wisps of Chaos filled the vessels 
that Lindzei had made and thus humanity was born. 
When à person died, his soul returned to the Chaos 
of Valhalla, the unseen realm where the goddess Etro 
ruled. 


Most people now believe the teachings of the Order 
which preaches devotion to Bhunivelze, but there still 
exist minority groups of heretics who are devatees to 
the goddess Etro 


Though her believers have not realized it, the goddess 
Etro died centuries ago. She was the one who held back 
the Chaos, keeping it within her own realm of Valhalla. 
Lightning was a sworn servant of Etro who fought to 
protect the goddess —a battle she eventually lost. Thus 
began the destruction of the world 


Gods and fal'Cie 


Almighty Bhunivelze created three gods for his world 


Etro, Pulse, and Lindzei. 


Etro was a goddess without any power of her own. 
In contrast, both Pulse and Lindzei were granted near 
limitless power, and they built the fal'Cie, servants that 
possess supernatural powers. 


The fal'Cie that served the god Pulse worked to terraform 
the expansive lands of the planet, and the world came 
to be known as Gran Pulse. The fal'Cie which served the 
god Lindzei built a world in the sky. and 
blissfully vnaware within a cage they called Cocoon. 


pt humans 


The gods did not reveal themselves, but the fal'Cie were 
present in every part of humanitys lives. The people 
depended on them for survival and worshipped them as 
gods. But there are almost no fal Cie left in the surviving 
remnants of the world. 
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The |l'Cie 


The l'Cie are humans who have been cursed by the fal Cie. They are given great powers 
and magic, but they are forced to obey the gods’ will to achieve their Focus, or mission. 


If they fail, the [Cie turn into mindless monsters called Cie'th, 


Lightning, Hope, and their other friends were once branded as |'Cie, but they managed 
to bring about an unprecedented miracle and rid themselves of the curse. Snow is now 
the last I'Cie remaining in the world. 


The cactuar statue that you can see in one of the plazas in Yusnaan is said to be à 
homage to the fal'Cie Cactuar who made Snow a I'Cie once more. It seems that Snow 
and Cactuar had a strange bond between them, far beyond that of any normal fal'Cie 
and its thralls 


INVENTORY 
STRATEGY & 
ANALYSIS. 


ULTIMA, 
WALKTHROUGH 


EXTRAS 


INDEX 
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This introductory chapter offers & of all main feätures and concepts of 
WS significance in Lightning Returns. Though the opening hour of the adventure is linear, and 
„* interspersed with useful tutorials, the main body of the game is designed to be completed in 
practically any order or fashion that you please. While this freedom is hugely enjoyable, it also 
means that there are countless traps that lie in wait for the unwary player — especially difficulty 
spikes, seemingly invincible opponents, and the damage wrought by quixotic personal obsessions 
with specific quests that shoul be left until later. 


bk ‚For thís reason, it's vital to pick up lid'understanding of staple game features at an early stage in 
the story. This Primer chapter will help you to get to grips with character progression, exploration, 
nd be EE) TN Nm il rele vou to ooposch the, 
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Lightning Returns: Final Fantasy XII is a very open adventure, with a structure so 
flexible that you may find yourself wondering how to approach it during its first few 
hours. All you know at first is that you control Lightning, and that your role as the 
Savior is to save the souls of the inhabitants of the Nova Chrysalia game world 
This is achieved by completing quests, ranging from simple favors to extended 
storylines involving familiar faces from previous Final Fantasy XIll episodes. 


The freedom that Lightning Returns offers in terms of how you complete its 
many disparate challenges is one of its principal charms, but also potentially 
a source of great confusion and heightened difficulty. Perhaps more so than 
the vast majority of RPGs, knowledge is your most powerful weapon in almost 
every situation. The completion of quests is your primary source of stat boosts. 
rather than the traditional approach of incremental growth through enemy 
encounters, and so advancing Lightning's abilities is a matter of accepting 
and completing suitable quests in an efficient order. This is complicated by 
the fact that quests may only appear at a certain time of day, or once other 
requirements have been met 


There are three categories of quests in Lightning Returns 


« Main Quests: These are multi-stage storylines that feature important 
characters from prior episodes in the Final Fantasy XIII trilogy. Main quests 
consist of numbered chapters, and must be completed by the end of Day 12 
for you to be able to reach the final section of the story and its accompanying 
challenges. If vou fail to fulfil_ any of them before the Final Day, you will 
hit the Game Over screen and must restart from Day 1. Main quests are 
(with one exception) tied to specific regions of the game world, and are 
automatically available in their respective locations once you complete the 
early tutorial-based sections of the adventure. 


« Side Quests: These assignments are shorter than main quests, and involve 
a varìed cast of characters encountered throughout the world. Many are 
solved by finding items and returning them to a quest vendor, or resolving a 
sitwation via individual steps that can be achieved immediately, though you 
will encounter some quests where the necessary tasks will span multiple 
days. The difficulty of each quest is represented with stars (sÂy), from one for 
the easiest to three for the most difficult. 


« Canvas of Prayers: Right outside every Monorail Station, you will find & 
Canvas of Prayers — a notice board that you can consult by talking to the 
nearby Chocolina (B. Most of these tasks will simply require you to 
accumulate specific items, more often than not by defeating monsters or 
gathering collectible items. Make a habit of checking the Canvas of Prayers 
in each location at least once per in-game day, both to accept new missions 
and to turn in those that you have already completed. Some Canvas quests 
are interlinked: finishing one may unlock another 


Completing any quest grants you various rewards, including boosts to your 
attributes and items or pieces of equipment. In addition, you also obtain a hidden 
sum of Eradia for each main quest and side quest fulfilled. Eradia is the energy 
that Lightning obtains from the souls she saves (€). The Eradia you gather is 
wansferred to the sacred tree Yggdrasil at the end of each day. By reaching certain 
Eradia milestones, you unlock additional days before the world ends. 


Lightning begins with seven days to save the world. Completing each main 
quest will grant you an additional day. To reach the end of the game, you have 
to play until the end of Day 12 (which requires you to complete all five main 
quests). This gives you access to the Final Day. By completing a large amount 
of side quests, you can unlock a special “extra” day, which takes place after 
Day 12, and before the Final Day. 


You are free to explore the world and complete objectives as you please. However, 
no matter where you are or what you are doing, every day ends at 06:00 prompt, at 
which point you are automatically transferred to the Ark, where time doesn't flow. 
The Ark is where Lightning transfers her accumulated Eradia to the Yggdrasil tree. 
Each new bloom that appears in the brief cutscene represents an additional day 
added to the potential timeline before she begins the next day. 
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* During cutscenes and conversations with NPCs 

« During battles 

« While any menu is open (including shop interfaces and decision 
prompts) 

« While the Chronostasis EP ability is active (see page 45) 


« While you are on the Ark 


Outside of these specific instances, time advances inexorably. With only 
thirteen days to complete all main quests, and ideally a good number 
of secondary quests, you might get the feeling that you can't afford to 
waste many minutes. However, there's actually no need to feel unduly 


pressured by this countdown. As it happens, thirteen in-game days is 
more than enough to complete all main quests and the majority of (if not. 


all) secondary quests. even if you aren't always efficient, thanks to the 
power of the Chronostasis feature. Once you obtain this EP ability at an 
early stage in the storyline, you can activate it to temporarily freeze time. 


EP is a finite resource that is primarily replenished by detea 
in battle. By engaging in à regular sequence of battles to 
while attending to other tasks, it becomes possibl 
extended periods. An in-game minute can‚ once you get to grips with 
combat and efficient EP farming, be extended to entire real-life hours 
with Chronostasis. 
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The following tips will help you make the most of your time in Nova 
Chrysalia. 


« Dashing: You can increase Lightning's movement speed by holding 
@2/@. Dashing depletes the blue gauge at the bottom of your 
screen, limiting the amount of time you can spend at this sprinting 
pace. Release the button at any time and the gauge will quickly refill 
As a rule, you should get used to dashing almost constantly, but 
with regular short pauses to allow the gauge to replenish whenever 
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* Optimizing journeys: Another key factor to save time is to minimize 
the amount of travelling you do. There are simple rules you can follow 
to optimize your trips in any given region. Rather than running straight 

jo à distant place to retrieve an item for a quest you just accepted. 

take the time to talk to all NPCs in your vicinity and agree to complete 
any assignment they give you during a journey. There is no limit to the 
number of quests you can have active at any one time, so it always 
makes sense to accept them immediately. You should also check the 

Canvas of Prayers whenever you pass it, and factor in exploration and 
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« Remaining busy: Whatever the circumstances, you should always 

remain active and avoid any downtime. If you are done with all 
onal activities in a location and have a few hours to spare before 
omplete the next objective (for example, because an access 
gate is currently closed, or an NPC has yet to emerge), simply travel to 
another region and start fulfilling assignments there. Every minute of 
your time should be used to achieve something. 


« Influence of the time of day: The entire game world (s governed 


by the clock. The time of day can determine the availability of quest 
items, the presence of key NPCs, access to particular areas, and even 
the distribution of monsters. Knowing when you're supposed to visit 
an area (for example, by reading the quest descriptions carefully to 
take in such details) is hugely valuable information — enabling you to 
plan your travels accordingly. Naturally, our coverage of quests within 
this guide includes detailed information on all such considerations. 


Aany features in the game are unlocked on a very 
specific day in the storyline. You will also obtain items and abilities on 
each visit to the Ark. This guide reveals the precise unlock progression 
for day-related unlocks, so you need never worry about missing 
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tthe one right for you. As a rule, the game gned 
to be played on Normal Mode for a first playthrough. which most gamers 
familiar with RPGs will find presents the most rounded balance of challenge 
and rewards. If you are a newcomer to the series, let alone to the RPG genre 
you will probably find the Easy Mode much more accessible. 


LIGHTNING, 


jw much EP you have available for EP abilities (see page 45) 


HP GAUGE 

Lightning's current health. It flashes a strident red when her HP is dangerously low. This gauge 
is replenished automatically outside of combat in Easy Mode, but not on higher difficulty 
settings. See page 39 for a list of the various ways to restore Lightning's health 


N GAUGE 
Represents how much energy you have left for dashing (&3/@) and attacking enemies 
(&D/ EEN). Dashing depletes the blue gauge at the bottom of your screen. Release the button 
and the gauge will refill quickly. If you fail to do so and exhaust the entire bar, it will turn red 
and replenish at a slower pace, leaving you unable to run or attack for several seconds. 


INTERACTIONS 

Objects or individuals that you can interact with in the game world are highlighted with a 
rotating circle, accompanied by a short text description — usually “Talk” for à person you can 
interact with, or “Exan echanism or object. 


ne” for an 


MINI-MAP 

This display affers information on the terrain in your immediate vicinity, including topographical 
data, waypoints. NPCs, and assorted points of interest. The mini-map always points north by 
default, though this can be adjusted in the Settings menu; the arrow representing Lightning 
corresponds to the direction she is facing. You can remove the mini-map and make it reappear 


by pressing GED, 


LOCK 
A clock display in the top-right corner of your screen shows you the current time of day. Use 
this to plan your jouneys, taking into account the availability of the NPCs or quests you're 
trying to complete. The clock is accompanied by a reminder of how many days you have left 
before the world ends. 


ETUANS. 


Battle Screen 


EP METER 
Reveals how much EP you have available for EP abilities (see page 45). 


ATB (ACTIVE TIME BATTLE) 

You have three individual ATB gauges, each showing how much energy you have for each corresponding Schema, All three 
gauges fill gradually during combat, the two in standby three times faster than the one currentiy selected. ATB segments are 
depleted in proportion to the ATB cost of the abilities you activate with the face buttons of your controller. 


STATUS ICONS 
Shows any status effects affecting you. See page 41 for details 


HP GAUGE 
Lightning's current health. It flashes red when her HP is low. This gauge is replenished automatically outside of combat in Easy 
Mode, but nat on higher difficulty settings. See page 39 for a list of the various ways to restore your health 


ABILITIES 
The four abilities set to the face buttons of your controller. Every time you press one of these buttons, the corresponding ability 
is activated, with its ATB cost subtracted from the ATB gauge. See page 32. 


SCHEMATA 
The name of your current Schema (see page 31). The colors of your Schemata names and the g*_F ® marks correspond to 
each Schema's ATB gauge. You can instantly switch between Schemata by pressing or @/ MD 


STAGGER WAVE 

When you attack an enemy (especially with a type of assault that capitalizes on its vulnerabilities), you will gradually break 
down their defenses, a process represented by a Stagger Wave that appears on its HP gauge. As you get closer to staggering 
your enemy, the Stagger Wave will tum red. Continue to assail the foe with suitable attacks, and it will become staggered. 
Attacking a staggered target will inflict far more damage than usual. See page 38 for more details. 


ENEMY INFORMATION 
This reveals the type of the enemy you are targeting and its current health, as well as any status effects it may be enjoying or 
enduring. When you face multiple opponents, you can switch target with ©. 


The following table offers a handy recap of the main commands you will use throughout the adventure. 


Movement 
Camera control 

Menu navigation 
Imerac/Sheath weapon 
Jumo 

Enter Main Menu 

View map screen 
Attach/Beady weapon 


Dash 


® 
® 
© 
® 
© 
®& 
© 


Dash 
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Conter Camera 


Pause 
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Enabla/Disable mini-map; skip cutscenes on pause screen 


Overclock (see page 45) 
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\ Camara conwol 
Change target 


Use ability 
Use ability 
Use ability 


Uso ability 


‚ Switch Schomats 


View enemy information (Libra) 


Santch Schamata 


Change view 
Pause. use recovery items ar EP abilities (switch from one screen 


to the other witn D/E or O/D) | 


From the pause screen, retum to the Title Screen, 


EXPLORATION 


Exploration is one of the most important activities in Lightning Returns. The game 
world is very large, with the four primary regions featuring countless points of interest, 
hundreds of NPCs to talk to, collectibles to find and many quests to complete. Scouring 
every last inch of Nova Chrysalia for new things to find or do is one of the great pleasures 
in this game, and you'll be surprised by how often your curiosity is rewarded. 


Basic Movement 


Travelling from one destination to another is extremely simple. You move Lightning 
around with ® and control the camera with ®. In addition, there are a handful of 
moves that will help you reach your destination: 


« Hold C2/W to dash. This enables you to sprint, which reduces the overall duration of 
your journeys. Dashing depletes the blue gauge at the bottom of your screen. Release 
the button and the gauge will refill quickly. If you fail to do so and empty the entire 
bar, it will turn red and will start replenishing itself at a slower pace — leaving you 
unable to run or attack until the process is complete. 


. 


You can vault over small obstacles or gaps by pressing ©/© (B). You can jump 
further than normal by dashing simultaneously. Note that you will never sustain fall 
damage, even from great heights, so feel free to attempt tricky leaps or take a plunge if 
a cliff offers à useful shortcut 


Whenever you encounter enemies during your travels, be ready to attack them with 
ED/ EER once in close proximity (see page 30). You cannot interact with certain 
aspects of the game world (such as collecting items and climbing ladders) when 
Lightning's weapon is drawn. Press ®/@ to manually stow it on her back 


Map & Mini-Map 


When the route you must follow is uncomplicated, a quick glance at the mini-map alone is 
usually enough to guide your steps. If you need to plan a longer journey or find a more distant 
point of interest, you can bring up a full map of your current locale by pressing @/9. 


Once on the map screen, you can scroll with ® and zoom in or out as required with @. 
You have the option ta place up to ten markers by pressing ®/@, and even name them. 
You could use this to highlight a quest giver that you'll need to return to later, or if you 
locate an interesting opportunity to grind through battles for spoils, or an interactive 
item that you cannot make sense of vet. 
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Lightning Returns employs an autosave system that 
automatically records your progress whenever you hit 
discrete story milestones, or when you wavel between 
different locations in the game world. An icon appears in 
the top left-hand corner of the screen whenever the game 
15 saving. You can also manually save and create additional 
save files (up to à maximum of 50) vis the pause monu, 


MAP & MINI-MAP LEGEND 
ÁÀ | varerieg dÒ Destunation Marker 
% ln Po 

@ | a ®& Restaurant 

© | wee [=) Canvas of Prayers 

® | Active brem ® Outfitters 

(e) 17] Forge 

6 | ste of vour last battie Beense 

(0) Main Guest Marker @ Sorcery Shop 

Marker (Multiple | 


heren @ voro stcrion 


Quest Objective 


Collectibles 


Many collectibles appear in treasure spheres (CB). Press ®/@ to open them 
After a short delay, a pop-up message will reveal their contents (very often 
useful items, such as pieces of equipment). which are automatically transferred 
to your inventory. 


In addition, you will regularly stumble across ì appear directly in the 
game world as small shining objects found on the floor (€). and can be picked 
up by pressing ®/@ in close proximity. Most of the time, these are medals 
that can be sold in shops, offering a secondary source of income. However, there 
are also instances where such collectibles are quest items, which you must pick 
up and deliver to the corresponding quest vendor. 


The maps in this guide reveal the locations of every last collectible in the 
game. However, if you intend to complete a first playthrough with a minimum of 
assistance, the following treasure-hunting tips will be handy. 


* Use @ to scour the environment for collectibles as you travel through 
new and old areas alike, Whenever you notice cul-de-sacs or alternative 
routes, take the time to explore these: they may well contain a reward to 
acknowledge your curiosity 


« Certain quest items occur naturally in the game world — particularly in the 
Wildlands, where you will regularly encounter an assortment of mushrooms, 
plants and occasional seeds. Make a point of collecting these whenever you 
encounter them, 


« Certain treasure spheres are initially locked, and require special conditions to 
be met before you can open them (such as a specified investment of EP, or the 
commission of à quest-giver). When you notice one of these, make a mental 
note of its position or leave a marker on the map. You can then backtrack to 


open them at a later date. 


« In the Wildlands region, a few treasure spheres can only be reached once you 
have access to the gliding skills of a Chocobo. 


Points of Interactivity 


In addition to collectibles, you will encounter numerous points of interactivity 
throughout the game world. These can vary from plot-critical devices that 
must be operated to advance the story, to NPCs who can be engaged in brief 
conversations. To interact with devices or NPCs, press ®/@. 


« When you can speak to an NPC, a speech bubble (&) will appear above that 
individual's head (GED). In close praimity, a rotating circle and a “Talk” caption will 
indicate that you can strike up a conversation. Most NPCs will make contributions 
that have no specific relevance to your current objectives, though they might 
occasionally offer clues or make comments that direct you towards points of 
interest or refer to an ongoing quest. You will sometimes encounter NPCs with 
three question marks above their head, but no speech bubble per se: these are 
individuals that you will be able to speak to at a later date, usually during a quest. 


 Interacting with certain NPCs will initiate side quests; you are given the 
option to decline these if you wish, though it makes sense to accept them. 
even if you do not intend to complete them until a later date. NPCs willing to 
offer you a side quest are marked with star symbols (xk). The more stars 
(up to three), the more difficult or involved your task could be. It's also usually 
(but not always) an indication that a quest offers a better class of rewards. 


« When you approach an object that you can interact with, a rotating circle and the 
“Examine” option will appear when you move within range. Not all points of interest 
are tied to main-quest or side-quest progression; some interactive elements can, 
simply offer you information, such as Monorail timetables or signposts. 


« In many locations, you will encounter destructible crates which you can smash 
apart with GD/EER (EBB). These may randomiy contain generic items such as 
medals, which you can sell in shops. These crates sometimes also serve to block 
the path ar partially obscure a paint of interest such as a treasure sphere. 


« Several areas in the game feature time-operated doors and gates. These only 
open at very specific times, which you need to take into account when you plan 
to visit the locations that lie beyond them. Once you examine such gates for 
the first time, the hours when they are open appear on your map permanently. 


You will encounter switches in certain mazes and dungeons, which you must 
usually activate to open a corresponding door. 


Inventory & Gil 


Every item that you collect is automatically transferred to your inventory. 


« Garb, weapons, shields, accessories, and abilities are battle-oriented 
items, which you will need to prepare and improve your Schemata 
(see page 31 for details). 


« Adornments are cosmetic items that you can select when creating 
Schemata. They have no purpose other than to customize Lightning's 
appearance. 


« Components are ingredients required to enhance and level up abilities 
via the Level Boost feature, available at all Sorcery Shops (€) — see 
next section on Shops) 


« Key Items are unique, quest-related objects, or notes with Libra 
information on enemy species (see page 45) 


« All objects in the Other ltems category are usually required to 
complete collection-oriented quests. 


Most shopkeepers will purchase any item that you have no need for 


Those marked with the @ icon exist purely to be sold. Don't be too 
hasty in selling anything else. Pieces of equipment that seem obsolete 


Shops 
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can become useful again for new strategies or to prepare Sub Schemata, 
while Components are precious ingredients for the Level Boost feature 
that enables you to level up abilities later in the story. Most objects in 
the Other Items category have an application in a side quest, possibly 
one that you haven't even unlocked yet, or could even be kept safely fora 
subsequent playthrough. As a rule, accumulate as many items as you can 
during your journeys, from fireworks in Yusnaan to wild mushrooms and 
flowers that grow in the Wildlands, 


For the avoidance of all doubt: you won't accrue much gil (the primary 
currency in the Final Fantasy universe) or, for that matter, profit in the 
long term by clearing out your inventory. Instead, your two main sources 
of income will be 


kad) 

) The enemies that you defeat. Each enemy type yields a 
specific amount of gil, though these amounts increase from 
Day 7 onwards. This reflects a corresponding gradual increase 
to the attributes of all monsters. Refer to our Bestiary for all 
details on the rewards you can potentially obtain from each 
enemy type 


The rewards from the quests that you complete. Broadly 
speaking, harder quests lead to better gil rewards. 


There are several types of shop in the game, each offering unique goods or services. Note that the equipment sold differs from store to store, with their 
invemories being expanded over time, so be sure to visit the various Outfitters and Forges scattered across the continents regularly. 


SHOPS OVERVIEW 


Sell recovery items. which you can use to heal of revive Lightning. apply status enhancements, and cure status ailments 


Sell gard, which are essential to create Schemata (see page 31 and improve Lightning atuibutes;also sell adommentsthat | 
Sell weapons and shields. critical pieces of equipment to improve your stats and specialize your Schemata 

‘Enable you 'o strengthen your abilities, via both Synthesis (to improve abilities of the same type and rank) and, later in the 

Sell food that immediately restores Lightning's health at the moment of purchase. The more expensive the item, the more HP it 


Rent rooms until an hour of your choosing, restoring al of our HP Despite the latter feature, 's bester to usa hems or 
restaurants to refill the HP gauge Inns are only of use later in the story, once you have completed mast quests and need to skip 


Sell monster notes. which reveal indvidual manster weaknesses, how best to stagger them, and other vsoful Libra information 
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You will sometimes encounter wandering merchants in unexpected locations, most of whom will sell recovery Items. However 
certain “rara” paddlers, who can only be found randomly in very specific locations, offer valuable pieces of equipment. | 


While most players wil want to see overy last story development, there are 
instances (particularty after failing a difficult boss battle, or while replaving 
the game) where the prospect of revisiting lengthy cinematic sequences can 
be a less-than-enticing prospect. To skip cutscenes, press SARD/O and 
then tap SED 
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« EXPLORATION 


Lightning Returns employs a new variation on the classic Active Time Battle 
(ATB) system, combining the tactical possibilities of a traditional RPG with the 
tempo and visceral dynamic of an action game. 


The number of attacks and abilities at your disposal is limited when the story 
begins, but you will acquire many more as you obtain additional equipment and 
defeat enemies. To avoid potential spoilers and an overload of information, this 
section is designed to act only as a generalized introduction to key features of 
the battle system. We offer an exhaustive investigation and interpretation of all 
related systems in the Inventory and Strategy & Analysis chapters. 


Enemy Encounters 


To initiate combat when monsters appear. approach them with ® and tap 
ED /EER to attack. Whether your attack connects or not has a significant 
inflwence on the battle that follows 


« If you take your target by surprise (W' and your attack connects. you trigger 
a “great” opening: your enemies begin with 25% less HP than their maximum 
amount 


« If your opponent spots vou (P) but your attack connects, you trigger a 
good” opening: your enemies begin with 10% less HP than their maximum 
amount 


« If you fail to attack your opponent, or your attack doesn't connect and your 
opponent attacks you instead, you trigger a “poor” opening: you begin with 
5% less HP than your current amount on the Normal and Hard difficulty levels, 


Fighting battles doesn't lead to direct character progression, but does reward 
vou with valuable item drops (including abilities and items required to complete 
quests) and gil. It also supplies you with a sum of EP usually equivalent to the 
stature or relative difficulty of the battle you have just fought. Though Lightning 
acquires numerous EP abilities over the course of the story, the EP you accumulate 
is most often invested in the use of Chronostasis to freeze time (see page 45) 


Early in the adventure, when Lightning's primary stats are low and your tactical 
options are limited by a small pool of available equipment and abilities, avoiding 
certain enemies is something of a necessity. There are three enemy “types” that 
you will regularly encounter during your travels: Chaos Beast, Feral Creature and 
Man-made Unit. Enemies are then further divided inta three subtypes: small-scale 
enemy. mid-scale enemy and large-scale enemy. As a general rule of thumb, you 
can determine the relative difficulty of an opponent with a simple appraisal of 
their physical stature. The smaller an enemy is, the easier they will be to defeat. 


Fighting most mid-scale and large-scale monsters is impractical (and, for the 
most part, suicidal} during the opening day or two of the adventure. Lightning 
Returns does not pull its punches: its most powerful “random” monsters can and 
will spawn in their natural habitats from the moment full world exploration is 
unlocked. As you grow in confidence and competence, however, with Lightning's 
prowess improving in tandem, you'll gradually reach a point where you can 
compete against larger foes. 


Before then: you run away, and piek only those fights that you can hope to win. 


Whenever you need to avoid an impossible or potentially difficult and protracted 
battle, use the following advice. 


« If you can put enough distance between Lightning and an enemy, they will 
automatically despawn. There are also certain map areas (such as villages 
in the Wildlands) where enemies will not appear. If you encounter à foe on 
the periphery of such locations, running inside its boundaries will cause the 
monster to disappear. 


« At her full dash speed, Lightning can easily outpace the more sluggish enemy 
varieties. The more fleet-footed enemies may keep up with her, but will almost 
never move close enough to initiate combat during a straight-line sprint 


e Faster opponents can be annoyingly dogged in their pursuit, trailing Lightning 
with apparent ease over long distances. There are two primary ways to 
shake these persistent adversaries. The first is to note that all enemies have 
a similar stamina limitation as Lightning: after sprinting for a time, they m 
briefly pause to recover. If you time a dash carefully, you can sometimes 
accelerate out of their range at that precise moment. Secondly, weaving 
between or around scenery elements will often cause monsters to pause 
for a moment as they navigate past the obstruction — and often, a moment 
is all you need to extend the distance between Lightning and the monster to 
cause a despawn. 


« Combat will only begin if Lightning is actually struck by an enemy. This means 
that it is possible to brush past (or even jump over) potential adversaries in 
close confines 


Note that you cannot interact with NPCs while enemies are in the vicinity. You 
must either fight to remove them, or run away until they fall out of range and 
automatically despawn. You can actually use NPCs as a distraction to facilitate 
your escape 


ATB (Active Time Battle) 


Lightning's available energy at any given time during battle is represented by 
her ATB gauges. Every ability that you use consumes a portion of the ATB gauge 
of the Schema currently in use 


You have an individual ATB gauge for each Schema. All three gauges fil 
gradually during combat — the two in standby three times faster than the one 
currently selected. ATB segments are used in proportion to the ATB cost of the 
abilities you activate with the face buttons of your controller: every time you 
press one of these buttons, the corresponding ability is activated, with its ATB 
cost being withdrawn from the ATB gauge. 


Switching between Schemata to make the most of each ATB gauge and carefully 
measuring the pace of your actions to maintain a steady assault, never ending 
up with all three gauges empty simultaneously. is a fundamental battle strategy. 
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Setting up your Schemata is ph being prepared 
battles that await you. To optimize ility and 
generally need to assign clear roles to each Schema to address an 
exploit the strengths and weaknesses of your opponents. We dedicate 
a section to character specialization on page 35. Before we get there, 
though, let's take a look at the different elements that give each Schema 
its own unique identity. 


Abilities 


There are four types of abilities, each corresponding broadly to a specific role you can assign to one of your Schemata. If you have played Final Fantasy Xlll and/or 
Final Fantasy XIll-2, you will remember these distinct “roles” from the Paradigm system. Note that you can find an exhaustive list of all abilities, with all parameters 


and assorted details, in the Inventory chapter. 


ABILITIES: OVERVIEW 


Do ersiear Aracis 

® Magic Attacks 

B vr 
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a Ailment Spel 


have specific purposes, such as healing or restoring ATB. 


* A Schema can af course be configured to offer a comgesite of mare than one ole if required. See page 35 fot mare details on character special 


Obtaining Abilities: There are two ways to acquire abilities. First, almost 
every piece of garb comes with native abilities. Simply equip the garb, and you 
have access to the abilities inherent to it. However, you should note that native 
abilities cannot be removed, as indicated by their padlock icon ((@). You can 
acquire new abilities by defeating enemies (and occasionally from treasure 
spheres). Whenever you obtain one that you're interested in, quickly open the 
main menu to equip it to the relevant Schema. 


Using Abilities: To have access to abilities in battle, you simply need to assign 
them to a Schema (see previous section). Once you have allocated the ability of 
your choice, you can use it in combat by pressing the corresponding face button 
of your controller while employing the Schema in question. Many attacking 
abilities are designed to be performed on multiple consecutive instances to 
create a combo, with the final strike in the sequence offering increased damage. 
To use an ability multiple times, you can either press the necessary button 
manually in accordance with Lightning's movements, or simply hold the button 
down. Holding the ability button makes a lot of sense for guard abilities, as 
this ensures that there are no potential interruptions in your defense. The only 
downside to holding the button is that it prevents you from achieving potential 
Perfect Timing bonuses (see page 39), though this is an advanced feature that 
will take a little time to master. 


Attacks that inflict damage based on the Strength attibute. The greater the Schema's Strength, the more 
damage is inficted. Certain advanced abilities have special properties, such as inertupting enemy attacks. 


‘Spells that mflct damage based on the Magic attribute. The greater the Schema's Magic, the more damage is 
Inficted. Many spelis have elemental auributes, making them ideal to exploit enemy weaknesses (see page 40). , foes and deeling magic damage, 


Defensive abilities enable you to reduce (or evade, or counter) the damage dealt by enemy attacks: the greater 


the Schema's Guard Defense attribute, the less damage you take while guarding Certain advanced abilities 


These infiict status ailments to your enemies, which is a great way to hinder them and lower the danger they. 
pose significantly. Tu to page 41 lor a description of all status effects. 


Physical Schema: a role specialized in dealing 
physical damage (especially to staggered foes) 
and building up or maintaining the Stagger Wave. 


_ Magic Schema: a role specialized in staggering 


Defensive Schema: a role specialized in tanking 
enemy damage. 


 Ailmant Schema: a ole specialized in inflcting | 
‚status ailmants to your opponents. 


Button Mapping: As you become more and more familiar with the combat 
system, you will soon realize that it makes sense to think carefully about how. 
you allocate abilities to the face buttons of your controller. For example, if you 
have attacks infused with the same element in two different Schemata (such 
as Aero with one, and Aerora or Galestrike with another), try to assign these 
abilities to the same button. This way, when you face an enemy variety that 
is susceptible to the Wind element, you could potentially switch between the 
Schemata concerned without releasing the button. You can push this even 
further by deciding in advance that you will-always assign certain types of 
moves to a given button. For instance, all guard moves to ®/@; all Fire- 
elemental attacks to ® /@ : and so forth. This will give you an edge in battles, 
helping you to know instinctively what buttons to press in accordance with your 
current circumstances. 


Synthesis & Ability Levels: All abilities have à level, which appears in their 
name. Initially, you will mostly have Lv. 1 abilities, but as you progress in the 
game, you will receive abilities of higher levels. What's more, you will soon unlock 
the Synthesis feature, available in Sorcery Shops ((@)) which enables you to fuse 
abilities of the same level to upgrade them, and ultimately to level them up once 
they reach their limit via the Level Boost feature unlocked on Day 6. Read the 
section on Synthesis to the right for more details. 


Rare Abilities: Certain abilities appear in yellow in the game, and have a small 
star on their icons. These rare abilities are invaluable in that they are imbued 
with an auto-ability that provides additional benefits 


Auto-Abilities 


Auto-abilities @ are perks, passive traits that permanently boost the Schema 
they apply to (and, in the case of arm accessories, to any active Schema). They 
come in all forms, from those which enhance basic attributes such as HP, ATB, 
stagger capability, Strength and Magic, to those that affect elemental attacks 
and resistances. A few only apply in very specific circumstances, such as one 
auto-ability that offers a bonus whenever Lightning attacks an opponent from 
behind, 


Auto-abilities can sometimes be extremely valuable, and even entirely justify 
settling for the otherwise poor stats of whichever piece of equipment or ability 
they belong to. In a highly specialized Schemata configuration, auto-abilities 
often have critical significance whenever you choose abilities or equipment fora 
given Schema. For example, a +15% increase of your Magic attribute can prove 
invaluable for a magic-oriented Schema that uses elemental spells (leading to 
a +15% boost to the damage you cause). Any bonus to damage (or ailment) 
resistance is a blessing for a defensive Schema designed primarily to tank 
enemy assaults. 


To see details about the effects of auto-abilities, move the cursor to an item or 
ability and press @ /&, or simply consult our comprehensive list on page 250. 


Synthesis 


Once they are unlocked during the storyline, you can visit 
Sorcery Shops to strengthen your abilities by synthesizing 
them with abilities of the same type and rank — for 
example Attack Lv1 with Attack Lv.1. The first ability 
you select is kept and upgraded during the process. The 
‘second ability you select is consumed and lost 


You will find a brief overview of the system here. You 
can find an in-depth presentation in the Strategy & 
Analysis chapter. 


« Synthesizing physical abilities (@}) and magic 
abilities (P) increases their Attack parameter by 
one increment (for example, from x1.00 to x1.05), 
making it more powerful (in this case, by 5%). 


Once an ability reaches its limit its final increment), it 
is marked by an icon (®). At this point, synthesizing 
Itfurther has no effect on its Attack value. 


The synthesis process usually keeps the best 
parameters of the two abilities that are fused. For 
instance, if you synthesize an ability with a low 
ATB cost, and another with a high Attack value, the 
resulting ability will have both of these features. 


If the two abilities that are being synthesized each 
have an auto-ability, the source ability has priority 
over the consumed ability — in other words, the 
auto-ability of the first ability that you select will 
prevail 


In addition to a boost to the source ability’s Attack 
parameter, the synthesis process may occasionally 
lead to extra bonuses, such as the appearance of an 
auto-ability. These are usually extremely valuable. 


Synthesizing defensive abilities (9) and ailment 
abilities (B) is not necessary, as they are always 
maxed by default — their parameters cannot be 
raised any further. 


A maxed ability (marked by the @ icon) can be 
leveled up via the Level Boost feature that is 
unlocked at all Sorcery Shops from Day 6. Leveling 
up abilities always results in boosts to their main 
parameters, and sometimes in additional bonuses, 
such as a reduction of their base ATB cost. As a 
consequence, abilities that you level up at Sorcery 
Shops (especially those that you have nurtured 
from Level 1} cost less in terms of ATB than those 
of equivalent levels that you obtain from defeated 
enemies. 


After leveling up an ability. you can repeat the 
whole process again (synthesizing it incrementally, 
and leveling it up) to reach even higher levels. This 
feature is partially restricted during a debut Easy 
or Normal playthrough, but fully unlocked during a 
subsequent Hard playthrough after you complete 
the main storyline for the first time. 


PRIMER 


COMBAT 
PREPARATIONS 


Attributes 


Auributes are the parameters that determine each Schema's efficiency 
attribute has a bearing on one or more gameplay elements. Onc&ydus 
confident enough to start creating specialized Schemata (see pag 49) 
to pay close attention to each Schema's attributes, making sure: 

pertinent to the role are maximized. 


You can also increase your attributes with pieces of equip 
and auto-abilities (see page 32). 


NH pen Allects tha damage you deal with physical attacks. An assential attribute for damage-dealers using physical strikes (GJ): abiities such as Attack, 
Heavy Slash, Blitz, and so forth. 

EQ | magie Affocts the damage you deal with magic attacks: An essantal attribute fr damage dealers using magic attacks (and 

wilmant-oriented Schemara ()- abies such as Ruin, alemantal spells, dabuffs, and so on. 
GQ Guard Defense Affects how well you resist damage when using a guard ability (9). An essential atuibute for defensive Schemata 
OQ HP Your manamum HP value. when your HP gauge is full. This attribute is ondy of primary mporrance tor defensive Schemata. 
B} ATB speed/ATB Recovery | The speed at wich a Schema's ATB geuge is replenishad. This Is a crucial attribute for all Schemata 
X Maximum ATB A Schema's bonus to the Maximum ATB value. The higher this parameter, the mare abilities you can use in quick succession with a full ATB Gauge. 
Xx Your ATB vale at the start of each battle. 
@ _ Physical Resistance The reduction applied to any form of physical damage you sustain. This is only relevant for defensive Schemata. 
L3 Magic Resistance Tha reduction applied to any form of magic darmage vou sustain — again, this is only relevant for defensve Schemata 
NN s hoe The amount by wich an attack contributes ta increasing tho target's Stagger Wave (see page 38) This ts vaually measured with letters, 

tagge varth À being the most efficient. and € the feast efficient. 
p The amount by wich an attack contributes to maintaining the target's Stagger Wave (see page 8). Also reterrod to as Stagger Time, 

A, | stogor Prasarvten his is usual measured with letters, with A being the mast fant, and the least efficient 
© ATB Cost The cost of an ability. in other words. how many points are removed from your current ATB Gauge. 


Character Progression 


Throughout the adventure, Lightning becomes stronger in many ways. However, dropped by advanced enemies can also provide you with valuable objects. / 
and unlike most RPGs, her attributes do not increase via the accumulation of Superior equipment can contribute a very significant bonus to your combat 
experience points during battles, but instead by completing quests. Each quest proficiency. 


that you complete — be it main quest, side quest or a Canvas of Prayers task — 
rewards you with bonuses to your main attributes. It is usually the case that 


Better abilities: From Day 7 onwards, the enemies you encounter grow 


longer or more difficult quests offer better stat bonuses. As quest completion is stronger on a daily basis. This gradual elevation of the overall difficulty of r 
also the principal story requirement to reach the ending, there is a very strong combat has its merits, one being that monsters begin to drop abilities of 
incentive for you to tackle as many missions as you can. higher levels. They will also surrender more rare abilities in post-battie spoils, 


which can drastically improve both your offensive and defensive efficiency. 
In addition to these bonuses, there are other factors that contribute to your 


character progression: ® Ability Synthesis: As vou accumulate abilities in great quantities from defeated 
enemies, you can eventually employ the Synthesis feature offered by Sorcery { 
« Better equipment: As the in-game days pass, shop inventories are expanded Shops @ to upgrade abilities of the same level, and ultimately to level them 
and you have access to much more powerful (albeit more expensive) up once they reach their limit (marked with the 8 icon). By manually leveling d 
equipment, from garb to weapons and shields. Later quest rewards and items up abilities (especially the rare ones), you can further hone your combat skis. 


Character Specialization 


Character specialization is an all-important aspect of the game 
your Schemata are versatile and broadly simila 
physical attack, one elemental spell, one area-o 
and one guard move in each Schema — you wi 

first few hours in the game. This is a natural approach 
as vou do not have access to ailment spells initially. | 
sense to be able to block or attack with any S However, if yo 
stick to this strategy. your overall efficiency in battle will be extre 
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onemies by exploiting their weeknesses 


enemy attributes 


Given that there are four principal roles, and you only have three Main 
Schemata that you can use in battle, at least one of your Schemata will 
have to fuse two specializations. 


Here is a description of a typical Schemata configuration that can prove, 
very successful against more powerful enemies. Naturally, this is only 
one possibility among many, and you should feel free to adapt this to your 
style and needs, and to experiment with the system y f. Co 
the following configuration as a very efficient setup that will remain 
reliable throughout the entire adventure. You will find more suggestions 
and a complete presentation of the system in the Strategy & Analysis 
chapter. 


($ Schema 1: Ailment Schema ((@$}). This essential role focuses on 
LY) debuffing and debilitating your enemies. Though you may initially 
think that launching standard attacks would be more useful, think again: 
status ailments severely hamper your foes, and can have various effects, 
such as greatly increasing the damage you deal to them, or significantly 
reducing the damage they deal to you. There are many ailment abilities 
that work wonders (see page 41), though you will have to choose 
maximum of four for this Schema, Deprotect. Deshell, Imperil and Slow 
tend to be effective choices in most instances. If you decide to opt for 
only three of them, you can use the fourth ability slot for a guard ability 
(making this Schema your tank — € 


A specialist in magic and elemental damage, which can grearly contribute to staggering 


A specialist in status ailments, who can make a world of differenca in battles by reducing kov 
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P) Schema 2: Magic damage-dealer ((Ì}). This profile requires 
£_) a very high Magic stat (with Strength and HP being irrelevant), 
and will usually need to have access to elemental spells of all four 
elements — which means that all four ability slots will be used up. 
Choose an elemental garb that suits your needs, and complement its 
native ability with your best spells of the other three elements. 


F Schema 3: Physical damage-dealer ((@}). This profile requires a 

very high Strength stat (with Magic being irrelevant), and at least 
two standard physical attacks, one that can deal massive damage to a 
single target, and one with an area of effect to hit multiple opponents 
simultaneously. An additional elemental (but physical) attack can be a 
boon against enemies vulnerable to the element in question. This leaves 
you with at least one free ability slot, which you can keep for a guard 
ability (giving this schema a second role: tank — €), or for an attack 
likely to interrupt enemy actions. 


If vou follow this general configuration, your defensive Schema will be 
either the physical damage-dealer or the ailment Schema. This choice 
really depends on your personal preferences, but. you must ensure that 
vour Schema with a secondary “damage sponge” role has a large amount 
of HP. a strong Guard Defense stat (from a shield), à powerful quard, 
ability, and perhaps even a related auto-ability (such as an increase tf 
damage resistance 
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Combat Flow 


Fighting battles in Lightning Returns is almost akin to dancing or playing 
a rhythm game, with switches between Schemata being the beat of the 
melody, and the activation of abilities its notes. The important thing 
to keep in mind is that you do not dance alone: the behavior of your 
enemies partly dictates the pace of each encounter, requiring you to 
adapt your steps to best counter your foes. If they attack, you guard; 
if they resist a specific type of damage or element, you switch to the 
opposite one. 


The point is that you usually need not worry about moving your character 
around, or jumping, or performing other feats of agility: your sole concern 
is to activate abilities with the face buttons of your controller, and switch 
Schemata when appropriate with ED/@D or G/A. 


A typical sequence of events in a combat encounter might flow in the 
following manner 


A. You open the battle with your ailment Schema, weakening your 
opponent with status ailments (see page 42). 


B. You switch to a stagger-oriented Schema to build up your target's 
Stagger Wave, for example with elemental attacks (exploiting the 
target's weaknesses — see page 43) until you cause a stagger. 


C, You switch to a damage-dealer Schema to hit your staggered victim 
with your most powerful attacks 


Prioritizing Targets 


When you face multiple opponents, you are free to change targets during 
battle with €. This feature has various applications 


« Sometimes you may want ta take out a certain enemy first: perhaps 
eliminating a single powerful opponent surrounded by weak minions, 
or taking out a fragile foe who has a propensity for healing or buffing 
his more attack-focused companions. 


® You can also benefit from switching targets when you launch area 
attack spells. Choose an enemy in the center of a group to inflict 
damage on as many foes as possible (CB) 


Asa rule, you should always try to thin enemy numbers quickly whenever 
vou fight groups. Any enemy outside your current view can prepare and 
perform an attack that you won't even see coming, which will make it 
much more difficult to guard in time. 


D. Whenever necessary, you quickly switch to your defensive Schema to 
tank any attacks launched against you, then immediately switch back 
to the previous Schema to resume your assault. 


E. You keep repeating this cycle until your enemy falls, making any 
adjustments required during the process (for example healing, or 
casting a status ailment again if the enemy cured or recovered from 
its deleterious effects). 


Once you know your three Schemata ability sets by heart, you can 
actually spend most of your time with your eyes focused on your 
opponent. Calmly but resolutely activate your abilities one after the 
other ín sequence, only briefly switching in and out of your defensive 
Schema to guard every time you notice your target initiating an 
assault (which is foreshadowed either by a characteristic move such 
as an arm swinging, or by a text box with the imminent attack's name 
appearing directly above the foe). 


With practice, battles do become like a dance, with the general tempo 
{your strategy) dictated by the enemy type you're facing, and more 
contextual actions (such as guard moves or the activation of powerful 
attacks) leading to smooth and precise transitions between your 
Schemata. 
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Perfect Timing 


The efficiency of certain abilities can be enhanced by performing them 
with Perfect Timing, which usually means that you execute the move 
during the final animation frames of a previous action. 


« Offensive abilities that you can link in a combo will be ever more 
powerful if you unleash them right as the last physical attack strikes or 
when the prior spell is unleashed. Perfect attacks deal more damage, 
but they require you to tap the relevant face button of your controller 
with the right tempo, They are, naturally, impossible to achieve if you 
hold the button instead. 


Defensive guard abilities are also far more effective if you activate 
them right before the enemy's attack lands. Perfect Guard reduces 
(and may even negate) the damage sustained by Lightning. and can 
trigger an instant stagger on certain enemy types as a fringe benefit. 


Striking certain enemies just before or after they perform a signature 
attack can also trigger an instant stagger. 


Healing 


Unless you're playing on Easy Mode, where your HP gauge is replenished 
automatically outside battles, healing Lightning can be something of a 
mystery early on in the adventure, as the only curative abilities at your 
disposal involve consuming EP and items that you can carry in very 
limited quantities. As you advance in the storyline, though, you will 
receive additional slots for recovery items, extra EP. and equipment 
offering new abilities, which makes HP maintenance less of a problem. 


You can see your HP gauge at all times in the bottom-left corner of the 
screen, whether you are on the field screen, on the battle screen, or even 
in menus 


Here is an overview of the various methods you can use to heal in the 
opening hours of play 

& Recovery Items: These are consumables that you can use both 
5D) during battles (CARD/O, then CD/G or CD/ER to change 
screens) and outside battles (via the main menu). There are various types 
af potions, of varying potencies, and some with additional effects such 
as the endowment of buffs. Check out the Inventory chapter of this guide 
for a complete list. You can purchase recovery items from the multiple 
General Stores scattered throughout the world, and from Hope (in return 
for EP rather than gil) during each visit to the Ark. 


es EP Abilities: You can also use these abilities both during battles 

) (CARD/O. then D/ or ED/EER to change screens) and 
outside battles (via the main menu). They consume EP. and some of them, 
can be used to restore health. Curaga, which is available from the start, 
refills your entire HP gauge. See page 45, 


Restaurants: There are restaurants to be found across all four 
continents (though the Dead Dunes has only one). These all offer 
various dishes that will restore HP instantly. The more gil you spend, the 
larger the restoration, 


a Inns: Staying at an inn replenishes your entire HP gauge, 
though this is at the cost of both gil and, more importantly, time. 
Considering that you have a limited amount of hours to complete your 


Whenever you perform an action with perfect timing, you will see a 
glowing aura surround Lightning (GED). Perfect timing is a high-level 
technique that requires quick judgment and extensive practice, though 
its merits are substantial 


objectives, we would suggest that you heal at restaurants instead. Inns 
are designed to be of utility later in the story, when you have relatively 
few outstanding quests and need to accelerate time for one reason or 
another. 


[oe] Mediguard: You are likely to obtain the Mediguard ability during 
B) your first trip to Yusnaan, as it is dropped by the Flanitor enemy 
type. Being able to top up Lightning's health while blocking (or in quiet 
moments against weak opponents) reduces the need to bum through 
healing items or EP. There are other abilities that can offer similar 
properties, but these only become available at a much later stage in the 
game. 


B Regen: This status enhancement causes your HP to slowly 
(MS) replenish over ume during battles until the effect expires. Though 
you cannot cast it with an ability, there are a few ways to trigger it 
(mainly via certain potions and, later in the story, noteworthy equipment) 
& | Alies: An ally acquired during the course of the main story in the 
_© J Waldtands can cast healing spells on Lightning 


The most important point to understand about healing is that the 
ideal scenario is to avoid taking damage in the first place. The key to 
avoiding injuries is guarding, which you should learn to do with unfailing 
efficiency. To increase your chances, make sure you always assign your 
guard abilities to the same face button of your controller (for example, 
®@/), and start holding that button immediately when you notice an 
Incoming enemy attack, while simultaneously switching to the relevant 
Schema. 


With practice, this will become a second-nature move that you perform 
instinctively in every battle. In easy encounters, guarding with Mediguard 
is enough to negate enemy damage, and heal as a fringe benefit. You 
can even use Mediguard to restore Lightning's HP after staggering more 
trivial enemies. Against tougher opponents, it's usually safer to resort to 
guard abilities with higher resistance to damage (such as Heavy Guard) 
Taking no or little damage without being able to heal is better than taking 
more damage than you can hope to heal with Mediguard. 
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Death, Game Over, New Game+ 


In Lightning Returns, death isn't really a danger, and losing a battle won't 
send you to the Game Over screen. Whenever your HP gauge is entirely 
depleted, you are requested to select any of the means of revival at your 
disposal: either a recovery item such as Phoenix Down, or an EP ability 
such as Arise. 


If you consume all of these and run out of options to revive Lightning, your 
only option is to escape the battle with the corresponding EP ability 
(which costs 0 EP). Escaping a battle rewinds time to before the battle 
began, resetting all of your parameters and belongings to their previous 
state, but this consumes an hour of the in-game time on Normal or Hard 
Mode — making it an inconvenient solution if activated too frequently. 


Indeed, whereas occasional uses of the Escape ability can be perfectly 
acceptable, repeated usage will lead time to flow too fast, preventing 
you from completing key objectives. If you fail to complete all five main 
quests by Day 13, when the world is set to end, you will reach the Game 
Over screen. Your only option then is to restart the adventure from Day 1 


When this happens, you have the option to activate the New Games feature, 
Which enables you to begin the adventure anew while keeping practically all of 
your equipment and attributes from the previous save file. This, naturally, gives 
you an incredible edge in your new playthrough. 


Damage Types & Elements 


All attacks in the game are either physical or magic in nature, the former dealing 
damage based on the Strength attribute, and the latter based on the Magic 
attribute 


Both attack types can be either non-elemental (neutral) or elemental — in other 
words, imbued with an element from a subset of four elemental varieties. 


DAMAGE TYPES & ELEMENTS 


ICON MEANING 


® Physical Go) lee 
e) Mg 9 
e) Fire Ps } Wind 


Each enemy has a set of affinities, which determine the amount of damage they 
sustain from attacks. 


DAMAGE AFFINITIES 


DESCRIPTION MEANING 


Weakness The enemy takes extra damage. 
Normal The enemy takes standard damage. 
Halved The enemy takes reduced damage. 
Resistant The enemy takes ven tie damage. 
Immune The enemy takes no damage. 
Absorbed Attacks will actually heal the enemy. 


Once you have identified a creature's weaknesses, it is up to you to adapt your 
Schemata accordingly to take advantage of them. For example, if a creature is 
weak to the Fire element, but resists magic damage, equipping a Fire-imbued 
physical ability (such as Flamestrike or Heat Blitz) to a Schema dedicated to 
physical damage will lead to optimal results. If you stick to abilities (even the 
most powerful ones) that enemies resist, your attacks will have very limited 
effects on them. 


There are several ways to further enhance the effects of your attacks when 
attempting to exploit enemy weaknesses. 


« Certain recovery items, including various sorts of potions, can grant you 
status enhancements. These increase one damage type (physical with 
Bravery, magic with Faith) or provide elemental properties to otherwise 
neutral attacks (the En- buffs, such as Enfire, Enfrost, and so on). 


« You can equip certain accessories that produce similar effects 


« You can equip various pieces of equipment offering auto-abilities that 
enhance one specific type of damage or element. 


* You can cast the Imperil status ailment on your enemies, adjusting their 
elemental damage affinities by one level (for example from “Normal” to 
“Weakness”) 


You also have various means at your disposal to increase your resistance to all 
types of attacks from your opponents 


« Many pieces of equipment. especially accessories, offer effects or auto- 
abilities that can increase your resistance to any and all types of damage. 


« Certain abilities, such as NulAll Guard, increase your efficiency when 
guarding against specific types of damage. 


« Various status enhancements can improve your resistance to one damage 
type — see next page for details. 


Status Enhancements 


® PRIMER 


Status enhancements (also called buffs) are beneficial status effects 
that improve the defensive or offensive prowess of the user — be that 
Lightning (@B) or an enemy (&B). They play a decisive role in determining 
the difficulty, duration and final outcome of the more demanding battles. 


Status enhancements cannot be bestowed by abilities, but only via the 
use of recovery items or accessories. Each buff has a specific purpose, 
as revealed in the following table. 


Raises the target's Strength stat increasing te damage inficted by physical attacks 


Raises the target's Magic stat, increasing the damage inficted by magic attacks. 


Increases the target's resistance to physical attacks 


Shell Incroases te target's resistance to magic amacks. 
Haste Increases the rate at which the ATB gauge fils 

| Vigilance Increases the target's resistance to interruptions. 
Regen Slowly restores HP over time 
Veil Increases (he target's resistance to status ailments. 
Enfire, Strengthens attacks mbued with the Fire element. mbues non-olemental attacks with this element 
Enfrost Strengthens attacks 1mbued with the Ice element, imbues nan-elemental attacks with this element. 


Enthunder elemental attacks 


is element 


attacks imbued with the Lightning element. imbue: 


Enaero Strengthens attacks imbued with the Wind element. mbuss non-elemental attacks with this element. 
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Status Ailments 


Status ailments (which include both debuffs and debilitations) are detrimental 
status effects that can be inflicted on Lightning and her enemies. They become a 
more prominent aspect of combat encounters as you progress through the story. 
Some adversaries (particularly bosses and large-scale foes) can prove difficult 
to beat unless you weaken them with status ailments. 


The most common way to inflict status ailments is via the use of debilitating 
abilities (EB). Ideally, vou should have one of your Schemata at least part-specialized 
in inflicting debuffs, and pay attention to any immunities that your current target may 
have. What could be a long, protracted battle might become a formality the moment 
you hamper your opponent with the debuffs it is vulnerable to. 


When you are assailed by status ailments, you will need to quickly assess how 
dangerous they are. The Esunada EP ability is the most obvious solution to remove 
them, though this costs 1 EP. Other cures include recovery items such as Remedies, 
and potions that grant a buff that counters the debuff you're suffering from. 


TUS AlLM 


Eicon AILMENT EFFECT 


Dobrave Diminishes the victims Strength stat. 
® Defaith Diminishes the victim's Magic stat 
@ Deprotect _\ Reduces the target's resistance to physical attacks 
£) Deshell Reduces the target's resistance to magie attacks 
@ Slow Reduces the rate at which the target's ATB gauge replenishes 
(ze) Curse Reduces the target's resistance to interruptions 
Poison Deals gradual damage until removed or the effect expires 
El Imperit Reduces the target's resistance to elemental attacks 
& Pain Prevents the afflicted combatant from using physical abilities. 
Fog Prevents the afficted combatant from using magic abilities 
@ se Stuns the target and increases the damage they sustain through 
attacks. 
Ko) Unprotected  Lowers the target's physical resistance 
© Unshelled | Lowersthe targets magic resistance, 
© Parched Lowers the target's resistance to Fire damage 
® Exposed Lowers the target's resistance to Ice damage. 
@ Conductive | Lowers the targets resistance to Lightning damage 
@ Britte Lowers the target's resistance to Wind damage. 
@ Broken Makes the target easier to stagger. 
Ke) Infected Makes the target more vulnerable to status ailments 
@ Hindered Slows the target's movements 
@® Confused Makes the target unable to distinguish friend from foe 
® Tas lose 
® Dazed ele target unable to take action and more vulner 
® Makes the target unable to use physical attacks. 
@® Foggy Makes the target unable to use magic attacks 


Note that each status ailment (except for Imperil} can be countered by using the 
opposing effect which strengthens the same parameter, and vice versa: 


When you face an enemy type that is immune to certain (or all) status ailments, 
it is worth noting that staggering the target can often cancel its immunities and 
make it ripe for a quick round of ailments at the beginning of the stagger period. 
You can then launch your most powerful attacks for optimal results. This is an 
essential step against the toughest enemies and bosses in the game. 


In addition, many creature types suffer from unique debuffs while staggered, 

making them even more vuinerable to your attacks. These ailments have the r 
same icons as the ones introduced here, except that they have hexagonal 

shapes (see the Overview table, to the left). 
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SPECIAL FEATURES 


The Ark is Lightning's base of operations, where time does not flow, You are 
automatically returned to the Ark at 06:00 every morning, no matter where you 
are and what you are currently doing. Your EP meter is refilled to its maximum 
level in the process. 


During every visit to the Ark, you will find a gìft from Hope, taking the form of a 
cubic treasure box (EB). Make sure you always open these gifts, as their contents 
are valuable, from new EP abilities to special garb that you can use in battle. 


You can also talk to Hope to learn more about various concepts and characters, 
but more importantly to acquire special recovery items (see page 39) in exchange 
for EP. Some of these items are very rare and cannot be obtained anywhere else. 


The Ark also features the Book of Conquest, a record of the highest battle scores 
received from all unique enemies (mostly bosses and Last Ones) that Lightning has 
fought and defeated. Examine the book to activate these records, and you will be 
able to challenge these fallen enemies again in their most powerful form. These 
battles offer no rewards: they are purely available for sport and practice. 


Chaos Infusions 


Chaos Infusions are pockets of Chaos that appear without warning in 
your environment (CB). Inside a Chaos Infusion, several factors make 
your opponents significantly more difficult to beat 


« Monsters’ HP. Strength and Magic are all boosted by 50%. 

« Monsters restore HP indefinitely through a permanent Regen effect 

« Monsters are more resistant to interruptions, regardless of the attacks 
used. 

« Monsters are able to quickly shake off any status ailments. 

« Status ailments last longer than usual on Lightning. 


However, there are some advantages to be found in battling monsters 
within Chaos Infusions. You will have a better chance of receiving items, 
and will receive 2 multiplier on your post-combat haul of gil and EP. 
Furthermore, Chaos Infusions feature Soul Seeds, collectibles that you 
can pick up and sell for a sizable price to traders that appear on each 
continent. 


The moment vou defeat the creatures spawned by an Infusion, the Chaos 
will disperse. It is up to you to weigh the risks and decide for yourself 
whether or not to fight or stay clear of combat. If you are unsure, you can, 
always briefly step inside the boundaries of the pocket. and identify which 
enemy type spawns. Engage it if it belongs to a species that poses you 
no threat, and retreat otherwise: you can then eliminate the enemy from 
outside the Infusion, or move away and come back in the hope that another, 
weaker enemy type will spawn instead. 


Ifyou are competent at avoiding enemies as they pursue Lightning, you can 
make daring forays into Chaos Infusions to collect any Soul Seeds in the 
area without actually entering combat. However, as defeating enemies in 
Chaos Infusions is a significant source of EP, it's generally worth your while 
to wait for a suitable opponent and capitalize on the opportunity to gain 
the improved spoils. 


EP & EP Abilities 


Lightning's Energy Points (EP) are represented by the meter in the bottom- 
left corner of your screen. You can spend these points to activate EP 
abilities (or to buy recovery items while on the Ark). 


There are multiple ways to restore your EP: 


« EP is fully restored when you retum to the Ark at 06:00 every day. 


« Each enemy you defeat rewards you with à set amount of EP. As a rule, 
the tougher the foe, the more EP you get for eliminating it. Most enemies 
of the large-scale subtype yield large sums of EP when they fall, making 
the weaker varieties very efficient targets to refill your EP meter. 


« Enemies that you defeat in Chaos Infusions grant you a far larger EP 
bonus. 


« Recovery items of the Ether category (rare items that can only be 
obtained as rewards later in the game) refill portions of your EP meter. 


The limit of your EP meter — in other words, your maximum EP — can be 
increased by completing main quests. Fulfilling these in priority can prove 
very helpful, as several EP abilities have very handy applications. You can 
find the full list of all EP abilities (some of which are unlocked on later 
days. as gifts from Hope on the Ark) in the Strategy & Analysis chapter, 
but the following list will give you an idea of how important even the 
earlier abilities can be: 


« Escape: Enables you to flee from battle and rewind time to just prior 
to the battle, at the cost of one in-game hour on Normal or Hard 
difficulty (no penalty on Easy) 


Curaga: Fully restores Lightning's maximum HP. 


« Arise: Revives Lightning from the KO status and restores HP in 
relation to the amount of EP consumed. 


Overclock: Slows the in-game time to a crawl during battles, 
enabling Lightning to move and attack with impunity 


« Chronostasis: Halts the in-game time flow for a brief period, which 
can be essential to complete objectives before a gate closes or you 
are warped back to the Ark. By efficiently farming EP from large-scale 
enemies, this ability enables you to freeze time for virtually as long 
as you need 


Teleport: instantly warps you to Monorail Stations, settlements, and 
other landmarks that you have previously visited. 


To activate EP abilities, simply open the main menu on the field screen, 
or the pause menu on the battle screen (STARD/O. then CD/M8 or 
om 


You have access to various networking features in Lightning Returns to communicate with other players, as long as you have an active internet 
connection and requisite sign-ups/subscriptions. The online environment that is available via your connection is called the Outerworld. 


You can post about your experiences in the game, share your battle scores, and view screenshots and messages from other players by talking 
to certain residents of Nova Chrysalia. People whose names appear in blue in the field are carrying messages posted by other players. You 
can change your current Outerworld parameters via the Settings option in the main menu. 
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« The North Station offers Monorail access to Yusnaan, with a General 
Store close to the platform. You can find an Inn and an Outfitter on the 
square outside. 


The South Station provides Monorail access to the Wildlands and Dead 
Dunes regions. The retail area to the north features two Outfitters, an 
Inn, a General Store and a Restaurant 


Feel free to enter the Holy District and take in the sights at the 
Cathedral, but note that there are no specific points of interest or 
quests that originate inside the Cathedral itself. Unless prompted to 
enter, there is no profit to be had in making the long journey. 


The Pilgrim's Causeway is one of three main areas where monsters can 
spawn in Luxerion. Gremlins and Niblets are easy prey for Lightning, 
even from the very start of the adventure, but the Gorgonopsids that 
appear here can be demanding opponents until you upgrade your 
Schemata to a competitive level. 


Old Town features a Forge and Sorcery Shop, with an Inn to the south 
just before you reach the Pilgrim's Causeway. 


There are two entrances to the Warren — one from North Station to 
the west, another to the east of Old Town — but these are only open 
between the hours of 12AM to 6AM every day. There are numerous 
quests that require Lightning to enter the Warren for one task or 
another, so it makes sense to undertake many of these simultaneously 
to cut down on wasted travel time. Monster spawns are frequent 
throughout the area, with the Gertrude posing a fairly serious threat 
during the opening days of the story. 


« Both entrances to the Forsaken Graveyard are locked until you make 
progress in Luxerion's main quest. This area is home to the city's most 
redoubtable monsters. The Gaunt has a very high spawn rate and can 
be a frustrating foe until you perfect the best strategy for fighting it 
The large-scale class Zomok and Dreadnought should be avoided at 
all costs early in the adventure. 


© The highway to the northwest is blocked by a barrier until Day 9. Once 
unlocked, this offers a direct path to the Wildlands region. 


® The path leading south from the Warehouse District is quarded by a 
powerful monster inside a Chaos Infusion until you complete a related 
side quest. If you wish to travel to the south of the city before you are 
ready (indeed, capable of) fighting this opponent, go via the adjacent 
Arcade or the Pilgrim's Causeway on the east side of the map. 


e There are three treasure spheres in Luxerion that Lightning cannot 
open until you accept a related quest. These can be identified by a 
padlock icon that appears when you approach them. 


© The Cathedral Sentries that you encounter throughout the city will 
attack Lightning if she strikes them two or three times in quick 
succession. You can exploit this to gain EP top-ups and spoils whenever 
you encounter them, However, this is a trick best left until the later days, 
When Lightning is strong enough to end these fights quickly. 
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Yusnaan is a more compact region than Luxerion, though it is no less packed with 
things to see and do. The main difference is that the local security forces patrolling 
its primary thoroughfares (the Personal Guard enemy type, traditionally flanked by 
a pair of Flanitors) will attack Lightning on sight until you complete the main quest 
for this area. 


Completing the second chapter of the main quest for this region unlocks access to 
the Patron’s Palace ta the south of the Augur's Quarter. We cover this “dungeon” 
area in the Main Quests chapter. 


HOHTNING AETVA 


Yusnaan Station provides Monorail access to Luxerion. 


South of the station, the Glutton's Quarter is home to many Restaurants, and a General 
Store. There is an Outfitter and an Inn just before you approach Central Avenue to the east. 


The Champion’s Quarter is home to an Outfitter, à Sorcery Shop, Forge, General Store and 
a Restaurant. Its other main attraction is the Slaughterhouse, an arena where you can 
fight battles to obtain fixed rewards. 


Though their availability varies in accordance ne of day land, indeed, the day 
of your visit), the Cactuar Statue, Fountain Square and Reveler's Quarter districts are the 
starting point for several side que 
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The tunnel that leads from the Reveler’s Quarter to the Warehouse District is locked until 
you obtain the requisite key later in the story. 


The Augur's Quarter is unlocked during the main quest. It features an Outfitter, two 
Restaurants and a convenient General Store, and eventually offers access to the Patron's 
Palace — home to many dangerous monsters and, somewhere in its upper reaches. an 
old friend 


The path leading north from Central Avenue leads to a run-down area with entrance 
to the Industrial Area and Warehouse District. This open expanse, stretching from t 
shore to the east, to the (initially blocked) highway to the west. features a wide varie! 
of potential enemies. We strongly advise that you avoid combat against the Reaver and 
Gurangatch whenever you encounter them here. The reasons for this are twofold: firstly, 
the Reaver will annihilate a low-level Lightning without breaking a sweat and, secondly, 
both enemies are vital sources of EP in their primary habitats of the Wildlands and Dead 
Dunes respectively. As there is only a finite supply of both monsters, any specimens that 
you defeat here will not be available when and where you potentially need them most. 
Gremlins and the Skata'ne, however, are fair game. 


The highway leading west is blocked until Day 9. It eventually provides pedestrian access 
to the Dead Dunes. 


The Industrial Area is locked until you visit it during the course of the main quest for this, 
region. The Hoplites found here are easy to defeat, though the Desdemonas can be a little 
more challenging early in the story. 


The Cargo Station just beyond the Industrial Area, and the path leading south, are primarily 
of interest during the main quest. Once you have completed the related challenges and 
picked up the collectibles in those areas, there's little reason to retum. 
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The Warehouse District plays host to a lucrative (and eminently exploitable) 
oriented side quest later in the story, where you can grind for boundie: 
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The Wildlands 


The Wildlands is the largest of the four regions, with several settlements 
offering welcome pockets of calm where you can seek refuge from the fairly 
intense monster spawn rate in its untamed areas. The opponents you encounter 
here range from trivialities to trials, with the Chocobo Eater being particularly 
noteworthy: it is the second most dangerous of all large-scale enemies, rivaled 
only by a similar species found in the Dead Dunes. 


The Wildlands area is à joy to explore, and you will also find that the treasure 
spheres and merchants encountered here will enable you to greatly enhance 
Lightning's overall combat prowess during the early stages of the adventure. As 
long as you pick your battles carefully. avoiding large-scale opponents (including 
the Reaver and Aster Protoflorian) until you are equipped to deal with them 
without great effort, there is no reason why you shouldn't dedicate time to this 
region from the very moment you can travel there. 


® The Wildlands is unigue in that it offers two main quests: à lengthy 
local storyline, and a second that spans all four regions. While the 
main quest tied to the region is difficult to complete until Lightning 
is ready to tackle its demanding final dungeon and its boss, the other 
consists of five fairly straightforward tasks that you could potentially 
complete on one of the early days of the story. 


Before you attempt to fully explore the Wildlands, you should complete 
the first two chapters of the local main quest. This provides you with 
& mighty Chocobo as Lightning's constant companion in her travels 
through the region. Both steed and battle ally, the Chocobo greatly 
reduces the difficulty of combat encounters by assailing opponents, 
drawing their attention away from Lightning. and by assisting her with 
healing and status enhancement spells. There are also many places 
on the map that only a Chocobo can reach, and its faster movement 
speed reduces the time required to make joumeys over its vast 
expanses. 


There are four types of recurring collectibles that you need to collect 
in large quantities to complete certain quests, so it makes sense 
to seek them out whenever you travel through the Wildlands. The 
Dayring Blossom flower and Chocoborel fungus appear during the 
day. Moonsoul Bloom and Luminous Mushroom replace them (even 
occupying the same exact positions) at night. 


The Wildlands Station, on the west side of the Grasslands area, offers 
passage to Luxerion and the Dead Dunes. Your first port of call on 
arrival should be Canopus Farms. You will return to this settlement 
on many occasions during the main quest and numerous secondary 
quests, though the very first point of interest ís the Outftter: this 
merchant sells some highly useful elemental garb that can be of 
immediate benefit. You can also find an Inn, General Store and 
Restaurant here, 


The Grasslands acts as a habitat for an assortment of small and easily 
conquered monsters, though Reavers will probably be far too powerful 
for Lightning during the opening few days of the story. Once you have 
a sufficient number of completed quests and suitable equipment, this 
large-scale enemy offers an invaluable supply of EP as you complete 
the many secondary quests available in the Wildlands. 


In the south of the map, the Aryas Climb area (accessed via a sloped 
path to the south-east) features the same varieties of monster as the 
Grasslands. Aryas Village is a profitable quest hub that you will visit 
many times, with its immediate surroundings free of enemy activity. A 
Restaurant offers the opportunity to heal, and there is also an Outfitter. 


The two highways south of Aryas Village are blocked until Day 9. The 
southwest road eventually leads to the Dead Dunes. The southeast 
road offers direct access to Luxerion. 


Travel through the Jagd Woods can be disorienting at first, so refer 
to the mini-map regularly (and the main map, if required) to ensure 
that you don't lose your bearings. The monster spawn rate is quite 
ferociously high throughout this area, with a varied selection of 
opponents to fight. These shouldn't pose too much difficulty, though, 
and they all become quite easy to beat once Lightning's Chocobo is 
restored to full fighting fitness. 


. 


Jagd Village is another quest hub. and offers a Sorcery Shop. an 
Outfitter and a Forge. Once the Chocoba is at full strength, you can 
leap the path to the north for a convenient shortcut to the Rocky Crag 
area (and vice versa). 


@ The Moogle Village, deep in the Jagd Woods, can only be accessed 
between the hours of 7PM to 7AM. During your first full day of activity 
In the Wildlands, it makes sense to schedule a visit there to begin side 
quests that are exclusive to the settlement. 


Rocky Crag twists and winds all the way from the north of Jagd Woods 
to the west of Eremíte Plains in the far north. This stark environment 
is the exclusive habitat for the Aster Protoflorian, a large-scale enemy 
that is quite dangerous until later in the story. You can defeat them at 
à relatively early stage, but the battles are protracted and technical 
until Lightning acquires certain key abilities and better equipment. We 
advise that you wait until you have fully healed the Chocobo before 
you explore this area. 


The village of Poltae is sparse on amenities (with only a General 
Store and an Inn), but plays a major role in the main quest local to the 
region. It also offers some lucrative side quests. You can only reach 
the Temple Entrance to the northwest with a healed Chocobo. We 
cover the Temple of the Goddess that lies beyond in the Main Quests 
chapter. 


Eremite Plains is the hunting ground of the mighty Chocobo Eater. 
This powerful large-scale enemy can be challenging even late in 
the adventure unless you prepare your Schemata to capitalize on 
its weaknesses, so vou should definitely avoid it entirely during the 
opening days of the story. A low-level Lightning will struggle against 
the Ectopuddings that also stalk the area, though these become more 
approachable once you have suitably powerful ice-based attacks. 


As with the Rocky Crag, it makes sense to leave the exploration of 
Eremite Plains until Lightning's Chocobo is at full strength. There are 
many areas (and collectibles) that you cannot reach without its full 
jumping and gliding power. 


The Research Camp is the last settlement and major quest hub in the 
Wildlands. Ik has a Sorcery Shop and a Forge that sells à noteworthy 
shield that can make a real difference to à low-level Lightning. 


® In the far north, the Crash Site is the starting point for the Wildlands” 
second main quest. 
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The Dead Dunes have a surprise in store for the first-time visitor: in addition to 
the vast desert, there is an entire maze of underground ruins to explore, These 
are locked until you reach the only settlement in the region, Ruffian, and complete 
the first two (relatively short) chapters of the local main quest. However, as doing 
so also provides you with a valuable ally to fight alongside Lightning, this should 
be your priority when you are prepared and ready to make real progress in the 
Dead Dunes, 


Though an early visit to collect certain items (one invaluable garb in particular) is 
a reasonable use of your time, we would argue that the Dead Dunes is the region 
that players should leave until later days on a first playthrough. Exploring the vast 
overground and the monster-infested Temple Ruins beneath the sands is no trivial 
task, and is much easier if you can defeat most indigenous monsters without 
difficulty — if only to farm the EP required for regular applications of Chronostasis. 


® The Dead Dunes Station is located in the south of the huge expanse 
known as the Giant's Sandbox. This provides transit to Luxerion and 
the Wildlands. Though they are not marked on the in-game map. you 
can find two merchants outside: an Outfitter and a General Store. The 
former sells a garb called Passion Rouge for a modest fee that belies 
its incredible long-term usefulness. As you will be reminded on at 
least several further occasions in this guide, Passion Rouge is a key 
element of almost any worthwhile Schemata setup for many hours. 


® The monsters that populate the Giant's Sandbox are not to be 
underestimated, The Desert Sahagin can be particularly troublesome 
at low levels, and its fast movement speed when in pursuit of Lightning 
makes it a regular nuisance as you explore the area. The Gurangatch, 
by contrast, is perhaps the easiest of all large-scale enemies to 
defeat, You will fight these regularly to farm EP for Chronostasis 
during your visits to the Dead Dunes (and, later, pine for them once 
you have greedily hunted the species to extinction). 


© You can only access Ruffian, the region’s sole settlement, via the path 
to the north or to the east on a first visit to the Dead Dunes: the south 
entrance is blocked until you complete the first two chapters of the 
main quest. You will find a Restaurant. an Inn and a poorly stocked 
General Store (later improved after you complete a side quest) on 
your first visit. After progressing in the storyline, a Forge, Outfitter and 
Sorcery Shop are added to the indoor bazaar. 


© There are numerous red Cactuar statues to be found across the desert 
and inside the Temple Ruins. Interact with these once, and they are 
activated as fast travel positions, You can use Cactuar statues to move 
instantly to any others that you have unlocked 


The Giants Sandbox has three positions where you can access the 
underground Temple Ruins complex, but these are all blocked by 
barriers that prevent full access until you complete the requisite 
chapters of the main quest. You can find maps and detailed guidance 
for this subterranean labyrinth in the Main Quests chapter. 


® You will often encounter small lizards scampering across the sands. 
They are entirely unobtrusive, and will not trouble Lightning at all 
Nevertheless, you should draw her sword and smite them at every 
available opportunity. Lizard Tails are special items required for 
a handful of secondary quests, and you will need them in large 
quantities. It's better to begin the process of collecting them from the 
Very moment you become active in the Dead Dunes. 


LIGHTNING RETUANS. 


© Until much later in the adventure, your sole interaction with the giant 
Earth Eater monsters encountered in this region should be to perhaps. 
at very most, offer them a fleeting glimpse of Lightning's back as she 
recedes rapidly into the distance. Without excellent equipment. high 
stats and a considered Schemata setup. these large-scale enemies 
are ridiculously difficult to conquer. They are easily the most powerful 
non-unique monster variety found during the first thirteen days. They 
are common in the Dry Floodlands, Atomos's Sands and Grave of the 
Colossi areas. 


© In a similar vein, don't allow your curiosity to lead you astray if vou 
encounter a strange and ominous black sphere punctuated by crackling 
energy floating through the Giant's Sandbox. This is the Aeronite: a 
one-of-a-kind enemy that you will not be ready to fight until very late 
in the storyline. 


« Certain areas of the overground and subterranean maps in the Dead 
Dunes are blocked off until you unlock them with an item called the 
Pilgrim's Crux. These cross-shaped collectibles are actually fairly 
plentiful if vou explore with diligence, and you will potentially find 
many more of them than you actually need. Naturally, we have a 
complete record of their locations later in the guide. 


« The highway in the south of the Dead Dunes leads to Yusnaan, while 
the road in the far north leads to the Wildlands. Both are locked until 
Day 9. 


© Most shining random collectibles found on the Dead Dunes sands (and 
from other sources, such as lizards) are classified as “Unappraised 
Items”. Once you complete a (fairly elementary) side quest. you can 
visit the bazaar at Ruffian to have these examined and identified 
by an NPC. They are usually items that can be sold for gil, but may 
occasionally include other objects — such as the rare and valuable 
Ether and Turbo Ether recovery items that replenish EP. 
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EXTRAS 


Lightning Returns: Final Fantasy XIII is a very open game that 
offers you the freedom to complete main quests and optional 
objectives as and when you see fit. With the clock constantly 
ticking, and many quests only available at certain times or after 
specific conditions have been met, it is very easy to miss some of 
them entirely. &) 
ID 
+ “This chapter is designed to allay any Sénse of-anxiety, frustration 
NN or confusion on a first playthrough. Rather than step-by-step 
solutions, which you can find in the dedicated quest chapters that 
follow, it will show you how you can be more efficient and make 
the most of your time by grouping tasks. It also suggests a very 
gradual and accessible progression plan in the Nova Chrysalia 
world, highlighting opportune moments to acquire new equipment 
of abilities, and presents quests in, that will help you to 


INDEX 


____In away, you should Ikthrough as a timeline, a 
rough itinerary that will also help you to make sense of the game 
and become more confident with its structure and key mechanics. 
This is why you will find plenty of page references to other 
chapters throughout these pages. Each one is an invitation for you 
to delve deeper and deeper into both this guide and the game to, 
_ ultimately, create and enjoy your own perfect playthrough. 
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VIKINERIM comeLere CHAPTER 1-1 


Shining Objects 


« After the short Prologue, chapter 1-1 of the main quest for Luxerion b 


as soon as Lightning arrives outside North Station 


« Gather clues and NPC testimonies to complete the “Whith 
Where Are You, Holmes?” side quests 
local story will automatically advance to 


VELEN EOUIP LIGHTNING 


« Purchase the Nocturne garb from tha Outfitters outside the station 


® Open the treasure sphere on the scaffold to the east of the North Station 
entrance: the Fighter's Emblem head accessory inside offers a welcome 
15% increase to physical damage, making it an ideal addition to your 
Nocturne Schema. 


« Just before midnight, climb the ladder on the structure south of the North 
Station entrance and watch to the east 


IKNINN COMPLETE CHAPTER 1-2 


« Chapter 1-2 begins when a group of Fanatics make their way across the 
Centrum plaza, and ends after you successfully and stealthily tail them to 
the locked 1 Graveyard entrance to the northwest (see page 71). 


UIN EXPLORE LUXERION'S OLD TOW 


« At this point, you gain the ability to travel to almos 
world, though you have little time left on Day 1 


anywhere in t 


« Head east in the direction of Old Town, stopping on the way to talk to Dolce 
outside North Station. You can now potentially complete the “The Things She's 
Lost” side quest for her (see page 107), and collect several items: the Runic Ring 
arm accessory, the Sparkstrike Lv.2 ability, and the Thundara Lv.2 ability from 
treasure spheres. You can pick up a free upgraded Attack Lv. ability by speaking 
to the Sorcery Shop owner and completing the related tutorial. With that done, 
there are also two quest items in the vicinity; the Quill Pen in an unattended 
shopfront with several destructible crates, and Dolce's lost Green Carbuncle Dol! 
opposite the Sorcery Shop. Refer to the poster map to locate them easily. 


Whenever you see a shining object lying on the ground, or left behind 
when you smash destructible crates, pick it up immediately. While you 
will very occasionally find quest items in this fashion, the objects you 
usually obtain will be Medals. These exist only to be sold, and are a 
steady source of income during the adventure. 


IIKIBIING HEAD TO LUXERION'S SOUTH STATION 


* You should now make your way to South Station. To do so, backtrack 
through Old Town and the Centrum area. Open the two treasure spheres in 
the Commercial District to collect the Twist Headband and Magician's Token 

nue towards the Arcade area, where you can 


head accessories, then cont 
accept and complete the “Soul Seed: 


ide quest (see page 107). 


« There are two more collectibles that may prove useful: the Guard Lv.2 ability 
n a dead end north of South Station, and the Guard Glove arm accessory in 
a treasure sphere to the east of the station. 


« Catch a train to the Dead Dunes in South Station. This 
will unlock the Teleport EP ab 


st Monorail journey 
The last train for the Dead Dunes leaves 
jad Dunes at 05:30. If things are looking tight. 


d Dunes Station and look for a merchant a short walk to the 
north. Purchase the Passion Rouge Garb for 1.250 gil — one of the most 
noteworthy bargains in the entire game. 


© If you have some time left before you reach the 06:00 mark (which you 
can extend with Chronostasis), run to the far north of the Giant's Sandbox, 
Where you will find a treasure sphere that contains Galestrike Lv.2: a Wind. 
elemental physical attack. Avoid monsters for now, as Lightning is in no real 
state to fight them yet. 


SCHEMATA PREPARATION IN THE 
WILDLANDS 


» After opening the treasure cubes to obtain three pieces of equipment 
and completing mandatory conversations with Hope in order to unlock 
the warp device, choose Luxerion’s South Station as your destination. 
On arrival, take the first scheduled Monorail to the Wildlands, then 
head southeast to Canopus Farms. 


« Visit the Outfitters on the east side of the settlement to purchase 
the four pieces of garb sold there. These all offer à sizable boost 
to Lightning's Magic stat, as well as a special “+” variation of the 
basic elemental spells. If you can't afford all four just yet, prioritize 
Electronica and Ignition for now. 


The following Schemata configuration should put you in good 
stead for the battles you will face during Day 2. You can add 
superior abilities and equipment as you acquire them, and 
easily tinker with the setup to suit the demands of area-specific 
monster spawns and more challenging opponents. 


Base Schemata Setup 


| This Saboteur profile should 
be set as your default 
Dees | na ban Det te 
stant of a battie w increase 
an enemy's susceptbility 
to magic damage, and 
Deprotect to da the same 
for physical attacks. The 
——_— Guard Lv Zabilty acquired. 
in Lunerion wall meet your 


Guard Lv2 


Passion 
Rouge 
Ned) nh 


Deshell w2(@) 


Though we recommend that 
you stick to just one Guard 


Galestike Lv2 prep 


Guard Lvl 


Avac Lv2 (B) 


l Sparkstrikelv2 | wit other physical attacks 


in time, 


DAY 2 


[_09:00-12:00 | COMPLETE CHAPTER 3-1 


« Completing the first two chapters of the primary Wildlands 
storyline (see page 81) will provide you with a steed who greatly 
reduces journey times and acts as a versatile battle ally who can 
also heal Lightning. 


Fight every opponent that you encounter in the Grasslands area with 
the exception of the imposing Reaver to build a stock of base-level 
elemental magic. 


Several Wildlands quests (particularly collection tasks posted on 
the Canvas of Prayers) require you to gather the Dayring Blossom, 
Moonsoul Bloom, | and Luminous Mushroom items 
In fairly significant quantities. To prevent this from becoming a 
chore, we advise that you try to gradually gather them during 


every journey. 
Flora Collectibles 
hom Main Ar: 
| Dayring Blossom Grasslands 06:00 to 17:59 
050010 17:59 


[1200-1600 | COMPLETE CHAPTER 3-2 AND 

ASSORTED SIDE QUESTS 

« Finishing chapter 3-2 (see page 83} will unlock a special gliding 
ability that gives you access to the full map area and most of its 
(otherwise inaccessible) treasure spheres. Before you set off to 
Jagd Woods, speak to Sarala in her Canopus Farms field to begin 
“A Father's Request”, and replace Electronica with Ignition in your 
Schemata setup. 


© Speak to Nadia in Jagd Village to begin “Chocobo Cheer” and unlock 
the healing properties of the four Yeul's Flowers. You should also 
meet Cardesia in the settlement and accept her commission. When 
you set out to find the first Yeul's Flower in Jagd Woods, take the time 
to collect Chocoborels (see page 126 for a map), as well as at least 
four pieces of Forest Fertilizer (see page 124 for a map), and actively 
fight Rafflesia whenever you encounter them for Slug Sweets, After 
feeding the first Yeul's Flower to your Chocobo, you can then speak to 
the Wandering Man on the path leading to Jagd Village to advance 
the story in “A Father's Request”, then enter the village to complete 
“Chocobo Cheer” and hand the gathered items to Cardesia to unlock 
her first personal quest (“A Final Cure”). 


» During the joumey to reach the Yeul's Flower in the City of Ruins 
area, stop off at Canopus Farms and speak to Sarala to complete 
“A Father's Request”. You can then speak to her again to unlock the 
ability to grow Gysahl Greens. Use the Forest Fertilizer to prepare the 
four plots, and plant Vegetable Seeds to prepare your first harvest. 
You should ideally speak to the Adventuring Essentials merchant 
close to the main farm entrance before you depart and purchase at 
least five additional Vegetable Seeds for future use. 


« The third Yeul's Flower required to restore the Chocobo to its second 
healing level (and complete main quest chapter 3-2) is close to 
Aryas Village. After you collect it, enter the sheep pen to begin (and 
complete) the short “Fuzzy Search” side quest. 


® WALKTHROUGH 


® Day: 


* Davz 


Useful Collectibles 


« Between the hours of 16:00 and 


1 A 1 
8.00, the Anubys (Bestiary page 158) A essene Croker 


replaces all standard monsters 
throughout the Wildlands. You can | Firelw2 
fight these to obtain the Heavy Slash  Beloveds Gift Anas 
ability. Key tothe Green 
en Gete 
« Now that your Chocobo can glide. 
this is an opportune moment to begin ‚ Firewyrm Bracelet — 
opening treasure spheres that were _ Thunderbird Grasslands 
previously out of reach. See the poster | Bracelet 
map to learn their exact locations Sparkbane Choker __ Jagd Woods 


COMPLETE THE MOOG 
IN Gur 


00 


« Enter Moogle Village from 19:00 and complete the “Peace and Quiet, Kupo' 
side quest. Collect the Crimm Mushroom in the southeast of the area, then 
open the two treasure spheres to obtain Moogle Dust (a key item for a later 
quest) and Healer's Lore. You can then chat with Moggel to begin “Where 
Are You, Moogle?” (see page 123), which you should start immediately 
Look out for Luminous Mushrooms as you travel to each lost Moogle, then 
retum to the village to end the quest 


« Speak to Mogella and plant the Vegetable Seed that she gives you in the 
plot right in front of her. The Sylkis Greens that grow here are required for 
a Canvas of Prayers quest. 


« Once you are done, travel to Luxerion. 


WIAINNKINE COMPLETE CHAPTERS 1-3, 1-4 AND 1-5 


« Complete the main quest chapters 1-3 and 1-4 back-to-back (see page 71 
for guidance). Don't neglect to open both treasure spheres in the Forsaken 
Graveyard, especially the one containing the Stormbane Choker (which 
offers +50% resistance to Wind damage) 


« Before vou advance the main quest further, consider à few optional 
activities. You can make a stop at the Sorcery Shop in Old Town to improve 
key abilities via the Synthesis option: see page 33 for an overview of 
this feature. If you have EP to spare, it may be worth your while to 
complete “Born from Chaos” in the Warehouse District. Defeating a 
Zomok inside a Chaos Infusion is a pretty substantial challenge at this 
stage, but it's within your capabilities: equip the Electronica garb for 
your magic-oriented Schema, add Thundara and the Stormbane Choker 
head accessory on Passion Rouge, and the Thunderbird Bracelet to any 
Schema; the Battleaxe of the Believer found in the Den of Shadows can 
also help significantly. See page 190 of the Bestiary to learn more about 
the Zomok 


« Chapter 1-5 is very short, and essentially centers on a major boss battle (see 
page 73). Make sure you collect the Thorn of Protection and Battleaxe of the 
Believer as you go through the Den of Shadows in the Warren, and adjust 
your Schemata setup before you engage in hostilities with the boss (see 
page 212 for help). Lightning-elemental abilities are particularly helpful 
assign the Electronica garb to your magic Schema, and Sparkstrike to your 
physical Schema. If this battle proves too difficult at this stage, consider 
leaving and coming back at the end of Day 3. Your improved stats and 
equipment will make the duel easier to win. 


COMPLETE SIDE QUESTS IN THE 
SOUTH WILDLANDS 
» After opening Hope's gift on the Ark (the Arise EP ability), warp to 
the Wildlands. 


First, head to Canopus Farms and collect Gysahl Greens from the plots 
where you planted them on Day 2. immediately plant new Vegetable 
Seeds in all four plots. 


You can now focus on completing side quests. Begin with “A Final 
Cure” in Jagd Village (see page 126), then head into the Rocky Crag 
region to quickly and purposefuily collect two Rocky Crag Moles (see 
page 127 for a map of their locations). Travel to Aryas Village to finish 
“A Taste of the Past” (see page 127). then complete “Round ‘Em Up” 
(see page 129). 


[1200-1800 | ASSORTED QUESTS 


« Speak to Brella outside the Wildlands Station to begin the "Mother 
and Daughter” side quest. 


Head to the very north of the Wildlands, through Eremite Plains, 
all the way to the Crash Site. Speak to Sazh to activate his main 
quest (see page 91). You complete chapter 5-2 almost immediately, 
while 5-3 and 5-4 can be finished within minutes when you return 
to the south. 


A word of caution: the Chocobo Eaters found on Eremite Plains are 
powerful foes, Though you can defeat them at this stage, doing so 
will be something of a trial. It's better to avoid them until you have 
expanded your range of abilities and equipment. 


The Research Camp is a hub for several quests. many of which you 
can complete almost immediately: “Dog, Doctor, and Assistant” 
(page 127), then “Mother and Daughter” (see page 126} and 
“Omega Point” (see page 128). “Matchmaker” (see page 129) can 
also be advanced to its second stage if you have the requisite items. 
Finally, If you followed our instructions to pick your first harvest of 
Gysahl Greens earlier, you can speak to the seated man and obtain 
permission to plant Vegetable Seeds in his two plots. Though there 
is no on-screen notification, this is the first step in a quest called 
“The Old Man and the Field”. 


WILDLANDS COLLECTIBLES SWEEP, 
PART 2 


« This is a good time to pick up collectibles from the Rocky Crag area 
and the village at Poltae, including treasure spheres and Rocky Crag 
Moles (see poster map). 


® The Yeul's Flowers that you fed to your Chocobo on Day 2 should now 
have regrawn. Restoring him to his maximum level of healing leads to 
‚a welcome boost to his combat prowess. 


« The following table lists key pieces of equipment that are easy 
to miss or hard to reach, but can be valuable additions to your 
inventory. 


AY 3 


inks, 


Soul of Thamasa (6 EP) Fedele han facen a 


On top of wreckage south of the Grasslands reached by 


Witch's Rosary (2EP)_ | ging from the Aryas cliffs above) 
Thom of Wardiag _\ Rocky rag, north of Moogle Vilage 

Potao, ma dead end just before you reach the adder 
edes leading 0 the Temple ot the Goddass 
kanes Potag. at me end of tha cf path that runs behind the 


village, aczessble from a ladder at the entrance. 
Windwalker Bracelet _focky Crag. northemmost section, 
Eromite Plains (southwest, only accessible by gliding 


Weterged Bracelet | Lom tho Rocky Crag) 

Did Fashioned Photo | gesoarch Carp, iden in the bustes behind te stops 
remie Pans onactt greet to te soun ofte 

mk: Aesmarch Care 


Though you can visit the Temple of the Goddess as soon as you 
reach Poltae, the final boss for the local main quest will be too 
tough for most players to beat until later in the story. However, 
it is possible to raid this dungeon to loot its treasure spheres 
for the elemental -ga spells, in addition to other noteworthy 

all steps in the Temple of the Goddess 
up to the end of the penultimate cutscene (see page 85) 
actually creates a shortcut back to the boss encounter for 
future use. 


[_22:00-00:00 | EVENING SIDE QUESTS 


« Before you leave the Wildlands, take the time to complete two quests 
that are only available in the evening: “The Hunter's Challenge” (see 
page 125) and “The Secret Lives of Sheep” (see page 131). 


» Once you are finished with these quests, head to Luxerion. 


COMPLETE “THE GIRL WHO CRIED 
WOLF" 


« This side quest is one of the few that have a time limit. You can only 
trigger it within 24 hours after completing chapter 1-5, If you defeated 
Luxerion's final boss late at night during Day 2 as we suggested, then 
you are perfectly on time. 

« The “The Girl Who Cried Wolf” side quest (see page 112) requires 
you to run all over town to answer phone calls, with a final visit to the 
Warren, so it's convenient to complete it in a single sitting. 


« Speak to Lackley in the southeast of the Warren to begin “Get the Girl”, 
which eventually requires a visit to Yusnaan: your next destination … 


* Davz 


* Days 


« Once you have opened the two gifts from Hope on the Ark (the Black Mage 
and White Mage garbl, travel to Yusnaan via Luxerion’s North Station. 


Complete the first steps of chapter 2-1 by heading to the gate leading to 
the Augur's Quarter, then purchase the Sneaking-In Special Ticket from the 
nearby Tour Guide (see page 75). At this point, you cannot continue with the 
main quest until 18:00, 


Speak to the Diviners and accept the “Free Will” side quest (see page 115) 
They ask you to visit them again on the next day. You can also speak to 
Velno at the Slaughterhouse and begin the ”A Testing Proposition” side 
quest (see page 116). 


You can now complete four side quests: “Family Food”, “Songless Diva”, 
“Stolen Things” and “Play It for Me” (see page 114). 


Purchase the Velvet Bouncer garb from Outfitters Marionette in the Glutton's 
Quarter, a few steps away from Central Avenue. Equip this on your physical 
damage Schema to replace Nocturne. 


. 


Consider hunting three enemy types if you have some extra time in the 
aftemoon. The Anubys, which replaces other enemy varieties from 16:00 
to 18:00, yields the Heavy Slash ability. The Desdemona, most commonly 
found in the Lower City (and, later, the Industrial Area) drops the essential 
Beat Down ability. However, its drop rate is high only if you stagger the 
Desdemona, which requires you to use physical or Lightning-elemental 
attacks immediately after Rush — see page 204 for details. Finally, hunt 
the weak Flanitor until you have the 34 Clear Ooze items required for two 
Canvas of Prayers quests. If you complete main quest chapter 2-3 without 
securing this amount, it is still possible to fight them in the grounds just 
outside the Patron's Palace, but their spawn rate can be rather low. 


Notewort 


During your travels in the cíty, make sure you open all the treasure 
spheres on your way. The most important three items to pick up are 
listed here. 


Important tems 


Found on the awning just below the Banquet of the Lard terrace 
Opening this treasure sphere requires 6 EP, which you can 


Locket Pendant … afford with a full gauge if you have completed chapter 1-5 in 
Luxorion, This powerful item has advanced applications — see 
page 231 for details, 

Thorn of Will___ Hidden to tho right of the steps that lead to the Augur's Quarter. 


Concoaled in the Augur's Ouarter (only accessible after 
completing chapter 2-1), in a dead end that can only be reached 
from the terrace where you speak to the Director 


Demon Earrings 


» Head to the Industrial Area and speak to the Suspicious Gatekeeper before the 
18:00 deadline. You can now complete Yusnaan's entire main quest. If you need 
guidance at any point. feel free to consult our full walkthrough on page 75 


« There are two side quests that can only be completed during the events of 
chapter 2-2. These are “Fireworks in a Bottle” and “Fireworks for a Steal” — 
see page 118 for details. 


The events of chapter 2-2 include a set of mandatory battles at the 
Slaughterhouse. Use this opportunity to complete chapter 5-5 at the same 
time (see page 91). A single fight against a Zaltys (Bestiary page 188) 
rewards you with the Fragment of Courage. 


ADVANCE THE "FREE WILL” QUEST 
IN YUSNAAN 


* Opening the treasure cube on the Ark rewards you with a new EP 
ability: Esunada, which enables you to heal status ailments. Use the 
warp device to reach Yusnaan. 


® Speak to the Diviners and gather the Desert Flames they require 
(see page 115 for guidance). Note that if you decide not to visit the 
Diviners during the day. you will permanently fail their quest. 


[00-00-10 el COMPLETE CHAPTERS 4-1 AND 4-2 


» Your first priority in the Dead Dunes is to complete chapters 4-1 and. 
4-2 to be joined by e powerful ally in combat. This is a short and 
simple task that only requires you to head to Ruffian in the center 
of the Dead Dunes, and then defeat a Gurangatch. See page 93 if 
you need assistance. 


EXPLORE THE DEAD DUNES; 
COMPLETE CHAPTER 5-6 
» With vour new ally in tow, you can now explore the Dead Dunes 


without fearing the local monsters — that is, with the exception of 
the mighty Earth Eater. 


We suggest that you perform a complete tour of the desert in a 
counterclockwise direction. This will enable you to activate all 
Cactuar Statues, collect all treasure spheres and Pilgrim's Crux items, 
and complete side quests. 

From Ruffian, head north to Atomos's Sands and pick up both the 
Pilgrim's Crux and the Loupe. Once you bring the latter back to Elmer 
in Ruffian, you complete his “Tool of the Trade” quest, and have 
access to his item appraisal service. 


Make your way to the west, then turn south and east towards the 
Oasis Lighthouse. Use the Pilgrim's Crux on the monument, then fight 
Cactair (Bestiary page 178) to complete the requirements for main 
quest chapter 5-6. Loot the treasure spheres in the Oasis Lighthouse 
area just beyond, and pick up the three units of Bhakti's Oil, required 
for a future side quest. You can also accept the “Last One Standing” 
side quest, though this can only be completed on a subsequent New 
Games playthrough. 


Resume your journey through the Dry Floodlands to the south, then 
the Giant's Sandbox to the east. Speak to Ramon, found outside 
the Temple Ruins North Gate, and accept his quest (“His Wife's 
Dream”), 


Finish your tour by going towards the Grave of the Colossi to the 
northeast. Pick up the Pilgrim's Crux on the way, and use it to disperse 
the storm in the dead end to the north. Dispatching the group of 
Goblots there triggers the appearance of the Arithmometer. Open the 
treasure sphere (which requires 4 EP) to obtain the valuable Silk Scarf 
accessory, then return to Ramon to complete his quest. It now only 
takes a quick trip to Ruffian to complete the “Tool of the Trade” and 
“Old Rivals” side quests. 

If you don't have any already, look for certain useful abilities during 


your travels: Heavy Guard from the Gurangatch, Imperil from the 
Desert Sahagin, and Poison from the Gorgonopsid. 


HEETMND RETVENS- 


Whenever you espy small lizards during your journeys through 
the Dead Dunes, have Lightning draw her sword and smite them. 
These will drop either a Lizard Tail, or an Unappraised Item. The 
former is required in large quantities for a handful of Canvas 
quests. The latter objects can be identified once you have 
completed the “Tool of the Trade” side quest (see page 132). 


[16:0-22:00 | COMPLETE CHAPTER 4-3 


« You are now ready to explore the underground Temple Ruins. Head 
to the waypoint marker in the far northeast of the Giant's Sandbox 
area and enter the tunnel. 


« See page 95 for guidance and maps of the maze. Note that you can 
instantly accept and complete the “Life of a Machine” side quest 
when you reach Bhakti on Floor 3. 


[2200-2300 | RESUPPLY IN RUFFIAN 


« With chapter 4-3 complete, new NPCs and shops appear in Ruffian. 
« Accept the “Skeletons in the Closet” side quest from Jamus in the bar. 


« Purchase the Wyvern Lance from the Forge. This cheap weapon 
features the very useful Jump auto-ability and. when combined 
with the Locket Pendant accessory found in Yusnaan, can become 
a staple element of some very effective Schemata setups. See 
page 291 for details, 


« Feel free to stop at the Sorcery Shop to synthesize any abilities 
that you have accumulated. Reaching the final power increment for 
offensive abilities can make a significant difference in battle. 


[_29:00-06:00 } COMPLETE CHAPTER 4-4 


« Once you are ready, you can resume your progression in main quest 
chapter 4-4. This involves visiting all three Shrines of the Tablet — 
& very easy task if you've been diligent in activating all Cactuar 
Statues in the desert — and exploring the depths of the Temple 
Ruins, See page 97 for guidance and maps of the lower floors of 
the underground maze. 


« After you have viewed all three murals, make sure you do not go 
through the Sacred Gate (the door just north of the corresponding 
teleport location). This leads to a boss encounter that causes Fang 
to permanently leave the party. 


© WALKTHROUGH 
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COMPLETE CHAPTER 5 IN THE 
WILDLANDS 
Back on the Ark, you will find five Bronze Malistones in a treasure cube. 
These are components required to Level Boost abilities — a feature now 
unlocked at Sorcery Shops, whereby you consume à Malistone to level up 
a fully maxed ability. 
« Warp to the Wildlands, and head to the Crash Site to the very north of the 


map, With all the Fragments in your inventory, you can now speak to Sazh 
to complete his main quest. See page 91 for details. 


Abiliti 


Thetransition from Day 6 to Day 7 marks an important point in the game's 
timeline. From Day 7, all enemies that you encounter enjoy significant 
boosts to their attributes, and naturally become harder to defeat. To 
balance this advance, they also drop more gil when defeated, and the 
abilities they relinguish in death increase by one level. This means 
that Day 6 is the last day when you can ly obtain abilities at Lv.l, 
enabling you to synthesize them until , and then to Level Boost 
them for reduced ATB costs. See page 246 for details on this system. 


MAKE PREPARATIONS FOR A BOSS 
BATTLE 


« Your next primary objective will be to defeat the bass found at the top of 
the Temple of the Goddess. This makes it a perfect time to complete any 
ongoing side quests and farm key abilities (such as elemental spells and 
physical attacks) — equip the Beggar's Beads accessory found in Poltae to 
double your chances. Important abilities include first-tier elemental spells 
(dropped by the Gremlin enemy), Galestrike and Aerora (Dryad), Froststrike 
and Blizzara (Miniflan), Attack (Rafflesia), Sparkstrike (Vali), Electric Blitz 
and Thundara (Hanuman), Blitz (Reaver), and Fira (Ectopudding). 


During your travels, stop off at Canopus Farms to pick your second harvest 
of Gysahl Greens, then visit the Research Camp to complete “The Old Man 
and the Field” (see page 124), This unlocks the "Land of Our Forebears” side 
quest in Aryas Village (see page 131). 


Once you have enough samples of each ability (five being a good number 
for most of ther), make your way to a Sorcery Shop and synthesize them. 
You can use the Bronze Malistones you received on the Ark to Level Boost 
certain basic abilities, sych as Attack and the first tier of elemental spells. 
(Fire, Blizzard, Aero and Th , 


WW 0-14:00 | COMPLETE CHAPTER 3-3 


« Before you head for Poltae, speak to Cardesia in Jagd Village to begin the 
“Mercy of a Goddess” side quest (see page 128). 


« On arrival in Poltae, start “The Grail of Valhalla” (see page 130) before you 
head for the Temple of the Goddess. See the section that begins on page 
85 for maps and advice. 


After you defeat the final boss and leave the temple, complete “The Grail of 
Valhalla” (see page 130), then start and finish “To Live in Chaos” at Canopus 
Farms. 


« Once these tasks are complete, travel to Luxerion 


(14000600 | COMPLETE SIDE QUESTS IN LUXERION 


« There are many side quests awaiting in Luxerion, and these often require 
that you visit people at specific times. This makes it a prime destination at 
this point in the storyline 


« The following table lists all of the side quests that you can potentially begin 
land, in most instances, complete) during this day, sorted in a convenient 
order of completion. Don't worry if you miss certain opportunities: you will 
have plenty of time to tie up loose ends over the remaining days. 


Quest Overview 

Qwest Deadline Page 
Faster Than Lightning 1500 
Bor from Chaos | any me | | 
Suspicious Spheres 1700 
Like Clockwork | 1800 | | 
Voices rom the Grave 1800 (Part 1 residents) uz 
Buried Passion Leo Jie | 
Treasured Ball 20:00 109 
The Angel's Taars | 2100 ME: IN) 


Dying Wish 2200 108 
2300 (Ranuiph, 01-00 (Mikal 
0300 (Gem) 
0400 (Part 2: ghosts) 


LIGHTNING RETURNS. 


CI 

Quest Overview 
n 
Make sure y 


he Temple Ruins treasure sphere 


dropped by 
C 


er auto-abil 


Death Safari 


Sparrow Comb, Satin Serunchie and the Daw 
Death Game Any time ne 


The Avid Reader 


(Luxerion) kie 

MPLETE CHAPTER 4 Get the Girl (Luxerioa) __ An time (Mare D'. Banquat ofthe tard | 11 
Last Date 2 
Adoring Adoraments 05% 117 


Friends Forever 
Adoring Candice p800 12 


Tanbam's Taboo 


* Don't forget to check the C 


and accept new one: 
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/. 
Day 8 


} 


« Hope's gift of the day is the Army of One EP ability, a special assault that 
both inflicts damage on opponents and heals Lightning. This proves useful 
in difficult battles, 


With all main quests completed, you are now totally free to focus on optional 
objectives. In Luxerion, speak to Ranulph to trigger the “To Save the Sinless” 
side quest, then meet with Armand to advance the “Buried Passion” side 
quest. From 16:00, you can also speak to Luka outside South Station to 
continue “The Angel's Tears”. Don't forget to check the Canvas of Prayers to 
turn in completed tasks and accept new ones. 


You can find new garb available at Outfitters in all four regions on Day 8, 
all retailing for a flat 5,000 gil fee apiece. If you can't afford to buy all of 
them, we suggest you prioritize Intruder and Splendid Admiral, both sold in 
Yusnaan, as their auto-abilities make them very effective. 


New Garb 


Garb L 


gion ion 


Innocence North Station: Diyine Protection Outfters 


Luxorion 


Loyal Servant South Station: Outfitters Rouge 
Intruder | k en 
Splendid Admiral | _ 
| Candy Raver | Aagur's Quarter: Ary Outfiners 
Urban Outlaw 
Wndtands ‘Conopus Farms: Eupen Outer 
CAutanne 
Deja Vu Dead Dunes Station: One Star Outters 
Ova 


ES | 


Day 9 | 


Hope's gift of the day is Heartstealer, an excellent garb with valuable auto- 
abilities. 


. 


‘Speak to Armand to complete the “Buried Passion” side quest. From 16:00, you 
can also speak to Luka outside South Station to advance "The Angel's Tears” 


. 


You can now open all highways linking the regions together by completing 
the “Roadworks” Canvas quests — see page 148 for details. Achieving this 
has multiple benefits, one of them being that each highway offers easy 
access to all large-scale enemies of the two regions it connects, making it 
easy to farm them for their ability drops and EP. 


On this topic, Day 9 is your final opportunity to farm monsters for Lv.2 abilities 
(or Lv. abilities with a Drop Rank of 1 — see page 246 for details). For all 
of the important abilities that you wish to Level Boost to reduce their ATB 
costs, this is the perfect time to make sure you have enough samples in your 
inventory to synthesize them to their maximum increment. The following 
table reveals how many you need, and which enemies drop them 


Ability Drop Overview 


Den Dropped By 
Ability | Required 

Atack B | Gorgonops Dead Danes) Raflsi (Jagd Woods) 

BestDown «| Desomona afhan staggred(fisnaan adsl Arca | 

Heavy Slash 6 Gorgonopsad (Dead Dunes), Anubys (exterior areas from 16.00 to 18.00) 

Bli 5 | reeverfighwans) 

Famestrike 5 Zaltys, Dreadnought (highways) 

Froststrike 5 ‘Minifan (Wildlands. Grasslands) 

Sparkarike | 5 | Val DWildiands) 

Galestrike 5__\ Oad Waldlands, Jagd Woods and Rocky Gag) 

Heat Blitz 5 | Oreacrought highwars) 

Electric Blitz 5 Hanuman (Wildiands) 

Aero Blitz 5 Zomok (highwavs) 

Ruin 5 Meonekton (exterior areas from 04:00 to 06:00) | 

Fire 5 Gremfin (common), Ectopudding (Wildlands, Eremite Plains and Temple of 

‘he Goddess) 

Fira 7 | zettysthighways) | 

Blizzard 5 Gremlin (comenon), Minilan (Wildlands, Grasslands) 

Blizars 7 | onocoto er ighwearsl 

Thunder 5} Greminfcomronl Vali (Wildande) 

Thundara 7__| Hanuman (Widlands) 

Aero 5 Gremlin (common), Oryad (Wildlands. Jagd Woods and Rocky Crag) 

Aerora 1 ‘Gaunt (Luxenon, Forsaken Graveyard), Zomok (highways) ef 
Day 10 ] 


« Hope's daily gift is the Decoy EP ability. 


« Day 10 marks the second occasion when enemies enjoy increased parameters — 
though it isn't all bad news, as you again get to pick up improved rewards for 
defeating them. Be ready to tweak your Schemata setup to adapt accordingly. 


« All Forges now sell new weapons and shields for rather high prices. Buying some 
will provide immediate stat boosts to your Schemata, but it's not necessarily 
a worthwhile investment in the long run. Indeed, you can obtain equivalent 
weapons from defeated Last Ones for free, and subsequent New Game+ 
playthroughs will unlock a feature enabling you to upgrade your equipment, 
with the low-tier items you already own having excellent development potential. 


« Don't forget to speak ta Luka one last time outside Luxerion South Station from 
16:00 to complete “The Angel's Tears”. Make sure you also speak to Armand 
before 19:00, then to Reddick in the Warren to complete “To Save the Sinless”. 


Last One Weapon 


‘Some of the Last Ones (the final specimens of species that are on the brink 
of extinction) drop a powerful weapon when you defeat them. Even if you do 
not plan to eliminate all Last Ones, consider hunting three in particular who 
drop swords, These can rival most of the best blades available in shops. 


Weapon Drops 


Weapon \Dropped By Av 
Bonecracker | Skeleton £ | Defeat 60 Skeletons in the Dead Dunes's Temple Auins, 


Destroyer Cyclops Q_\ Defeat 0 Oyclops in the Paton Palace or the Yusnaan highway. | 
Hest Render \Reaver _ |Defeat 0 Reavers in the Grasslands ora Wildands highwey 


Day 11 | 


» The daily treasure cube contains the Martial Monk garb. 


® You can spend the day completing any outstanding quests, and farming 
enemies for their ability and item drops. This will enable you to satisfy the 
requirements for virtually all Canvas quests. 


A 
«At 


you ds nal chance to far 


tunlock it, this 


for their item and ability 


The EXS Doy en 


Completing the five main quests is enough to ensure you have 
access to the Final Day at the end of Day 12, and the opportunity 
to soe the story to its conclusion. However, if you have completed 
a sufficient number of side quests by the end of Day 12, you will 
unlock a special 14th day, occurring between Day 12 and the 
Final Day. The exact formula used is too complicated to detail 
here but is enough to say that each quest is allocated a value 
based on its difficulty: % = 0.02, %% = 0.04, AAA = 0.08. 
The extra day is unlocked if you reach the value of 1, though the 
calculation is not a simple addition and leads to different results 
depending on the order in which you complete quests. Canvas 
quests do not contribute to this total 


The Ultimate Lair is available for exploration in the Dead Dunes 
during the extra day. Though this has obvious benefits, giving you 
the chance to encounter all Last Ones in the Ultimate Lair and 
obtain their valuable item drops, it also means that all enemies 
will grow in strength twice: once on Day 13 (the extra day), 
and once on the Final Day. This makes the enemies that you 
encounter significantiy more difficult to dispatch, and requires 
that you make notable improvements to your Schemata and 
strategies. See page 295 for suggestions. 


Equilibrium+ is 


page 100 for à walkthrough of the ga 


Jitimate Lair appears in the 
var Statue providing 


nlocked t ra day, 
Dead Dunes, with both a teleport point and a Cact 
S to this location. 


LIGHTNING, RETURNS. 


This special dungeon features 33 floors. The first 28 each feature 
a Last One — unless you have already defeated t. Defeating 
Last Ones rewards you with very valuable pieces of equipment 
mostly accessories, but also à few powerful weapons, not 
to mention high-level abilities. Floors 29 to 32 contain a single 
treasure sphere each. The recovery items they contain should 
act as ample foreshadowing of what you will face on the final 
floor. The boss monster, Ereshkigal, is one of the game's ultimate 
confrontations, and you will need to employ advanced Schemata 
setups and strategies to defeat this foe. 


Here is a quick overview of the special rules that apply inside 
the Ultimate Lair. 


« Time flows continuously in the Lair. You cannot use 
Chronostasis, and the minutes fly inexorably, even during 
battles. Unless you have already defeated many Last Ones, 
or you are extremely quick and efficient, taking them all down 
(especially Ereshkigal, which can be a bit of a grind) will most 
likely take the best part of the day. If you need to get out of the 
Lair for any reason, be sure to activate Chronostasis outside to 
preserve as much time as possible. 


« You have to defeat the Last One on each floor to activate the 
Cactuar Statue leading further into the Lair 


« Each Cactuar Statue can warp you one, two or three floors 
down, depending on your Battle Score (Bronze, Silver or Gold 
respectively), 


Ultimate Lair Floors 


„ |cwaa EN : «a ax 
« |ouongaen a as (ome we 
„0 | Eetopudding O 14 / li a 
vi riten a 7 vs |oo VAE 
nz |rt as Ie 
«14 | Goblin hid ’ 
ns nmendan RK k 
Day 14 Ì 
e Ifyou have unlocke 


a set of five Silver Mal 


g chapter. 


be prompted 


After the final cinemat 
to save your progress. Do t 
the save slot. You can then resume the adventure 
in New Games, which unlocks Hard Mode, and otherwise unavailable 
features such as upgrading weapons and shields at Forges. A New 
Game+ playthrough is also the only way to obtain the best item drops 
from defeated enemies. See page 314 for details 


d make a careful note of 
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This chapter offers step-by-step guidance for the five mein quest storylines, with an emphasis on 

assisting readers on a first playthough. We strongly advise that you consult the Walkthrough chapter 
for advice on approaching these challenges in an optimal order, grouping them with other tasks for 
maximum efficiency and rewards. This will also help you to avoid difficulty spikes: main quests can 
„lead you to areas that feature tough monster varieties and eventual boss that can seem 
5 mar en 


Main quests in Lightning Returns can be completed in any order Ou please, änd are intertwined 
with dozens of potential secondary activities: indeed, there are several instances where you must 
complete a specific side quest to advance. Making progress in each regional story gradually unlocks 
_local side quests and opens up new map areas for exploration. For this reason, we would generally 
fecommend that players look to complete the easier opening sections of the four pri main 
quests in the opening 5 of the adventure, and leave. ZE until et 


hen 
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This short opening section of the storyline offers a sequence of tutorials designed to introduce aspectsafthe combat system,tips on movement, camera.control-and 
basic exploration, and a few other pertinent features. There is no difficulty to the battles thatyou fight, and the path vou follow is strictly linear. You tan find additional 
advice on all game features that you encounter in the Primer chapter. 


On subsequent New Game+ playthroughs most of the Prologue is skipped entirely, with Lightning beginning on the Ark. 


The Patron's Palace 


0-1 


A Different Snow 


(A) After the opening cutscenes, you can take a tutorial on battle 
controls and Schemata prior to a battle with the Anubys enemy 
type. This fight is heavily weighted in Lightning's favor, offering an 
opportunity to use magic attacks to stagger the passive Anubys. How you 
finish it off doesn't really matter, though the Attack command becomes 
more powerful once your opponent has been staggered. This fight is 
followed by a brief camera tutorial that enables you to invert the @ y-axis 
or x-axis, should you so wish. 


After an interim battle against a Niblet (press &D/ EE to swipe it and 
begin the battle with a “Good” rating, then just hit it with a Thunder 
combo for a quick kill), another Anubys encounter introduces the Guard 
ability. You can either hold the related button for a standard block, or 
time a button press to occur just before the Anubys lands an attack 
for “Perfect Guard” (see page 39). After you defeat a second Niblet, a 
cutscene shows the opening of the way forward. 


Go through the doorway highlighted with @ and continue up the stairs 
until you reach the Black Market Dealer, triggering a quick tutorial on the 
purchase and use of Recovery Items. After this ends, select “Buy” from 
the menu and fill all available slots with Potions: these are free in this 
instance, so you would be foolish to miss out on the opportunity. When 
you're done, continue to the top of the stairs. 


(B) Run to the north balcony and head east until you reach a Niblet 
) and an Anubys in the corridor. Initiate combat with @/E&n to 
begin the Switching Targets tutorial. Follow the onscreen prompts, then 
complete the battle. Continue east, then turn to the south. 


When you are prompted to use the jump ability, press @/© to 
climb over the crates: choosing to avoid or engage the enemies 
that appear on the lower level is entirely at your discretion. 


Aside from a brief (and uneventful) introduction to ladders. and 
occasional (mostly optional} fights against the Anubys enemy 
type, the journey is then entirely straighttorward until you reach a 
locked door. Facing it, turn and interact with the interface on the pillar to. 
Lightning's right with ®/@. 


HONTNING RETUENS 


E] je along the corridor until you trigger a cinematic; this 
is f sed by a staggering tutorial, with a (thankfully heavily 
hamstrung) Zaltys as Lightning's training partner. This sequence will 
eventually go on to introduce the Overclock EP Ability 


[F) The last step for this section of the Prologue is to follow the 
D icons until you reach a door, which triggers à succession of 
cinematics. Once these end, you will be transported to the Ark, a place 
where time does not flow, and to which Lightning must return at 06:00 
every day without fail 


Open the four cubic containers to obtain Mist Wizard (@8), Blizzard 
} Lvl, Light Guard Lvl, Prytwen (@) and Devil's Daughter (\) 
Opening the final cube will wigger the Customizing Schemata tutorial, 
which formally unlocks the corresponding option in the main menu. 
Follow the onscreen prompts to complete the lesson. If you have saves 
from Final Fantasy XII or XIll-2 on your hard drive, you can optionally visit 
the new Rewards Barter Shop entry in the main menu to collect potential 
bonus items from the Outerworld Rewards menu. 


After you leave the menus, Lightning obtains the Escape EP Ability 
Follow the prompts to interact with the bookshelf (more specifically, the 
Book of Conquests), challenge the Zaltys, and then take the EP Abilities 
tutorial that follows 


Back at the Ark, interact with Hope to advance the story. The conversation 
that follows will introduce a few key game concepts and features. At 
the end of this, the Warp Device that Lightning will use to retum to 
Nova Chrysalia every day is activated. You can speak to Hope again for 
further background information, and even access his special “shop” that 
enables you to purchase Recovery Items ín return for EP However, as you 
currently have a full stock of Potions (and no real need for his specialized 
tinctures on Day 1), you can ignore the latter option for now. 


Finally, approach the Warp Device and press ®/@® to conclude the 
Prologue, and formally begin Day 1 


LUXERION 


The main guest for the holy city of Luxerion spans at least two in-game days, and is the shortest of the four principal storylines. While you can easily 
reach its final chapter not long after midnight on Day 2, there is no pressing need to complete it at such an early stage in the adventure. 


LUXERION 
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1-1: An Evil Savior 


g Inguisitor by the statue in front of North Station. The 
ld r Faith” opening quest (classified as a side quest, but 
given center stage as your primary goal during the “An Evil Savior” main, 
quest) requires that Lightning gather a sufficient number of clues to assist 
the Inquisitor in his investigations. This is an elementary challenge, but 
we will document a selection of points of interaction to get you started 
Once you have gathered enough information, Hope will prompt Lightning 


to return to the Inquisitor 


Important note: | 


quantity 
automatically fail “Whither Faith 


advances to chapter 1-2 at 23:4! 


to retum to the Inquisitor with a sufficient 
tements before 2345, you will 


The main quest automatically 


witness 5 


Speak to the Surveying Man on the scaffolding platform to the 
northeast of the Station Plaza. Jump to the adjacent platform and 
talk to the Officer there. You can also open a treasure sphere to obtain 
the Fighter's Emblem accessory. 


of the Inquisitor 


ic} Examine the paper sheets scattered to the w 


(D) Speak to Thorton at the (newly unlocked) station entrance, then 
accept the “Where Are You, Holmes?” side quest see page 107 
This must be completed before 06:00 on Day 1 

than 30 seconds. It also contributes hidden “clue p 
investigation for “Whither Faith” when c 
the west side of the plaza, then lead him to Thorton 


and takes no more 


mpleted. Talk to Holmes 


plaza and insid 


Speak to any other civilians on th 
marked with the @ icon. This inc jer and Outfitter 
on the west side of the plaza and the Running Man (dash to catch him) 
to the east. Once you have gathered a sufficient quantity of clues, talk 
to the Inquisitor again. After you obtain the rewards for “Whither Faith”, 
Lightning will gain the invaluable Chronostasis EP Ability, and the main 
quest will automatically advance to Chapter 1-2. 


jdes the Innk 


1-2: In the Shadow of the Heretics 
POSSIBLE E EN TERS 

\ NOTES 
Fanatic A d fais 


Just before midnight, use the ladder to climb to the top of the 
structure close to where the Inquisitor was standing in the plaza 
outside North Station. From your vantage point. stay out of sight and watch 
the group of cultists as they move from the east to the gate to the west 


1-3: Find the Code 


This chapter of the main quest is available from 06:00 on Day 2. 
The locations where the four numbers can be found are shown on 
the accompanying map (see letter ED. The numbers on the Wharf of the 
Faithful (a short walk southwest of North Station), inside the Warehouse 


When they reach the plaza's west gate, drop behind the tower to 
avoid detection, then follow them from a distance — hiding behind 
walls and other barriers that break line of sight where possible — until 
you reach the waypoint and trigger a cutscene. 


If Lightning is detected during the tail, you must s: 
Fanatics in battle to continue. Sh 
reset, with a new group of Fanat 
Centrum plaza 


uld you fail in this fight, the quest is 


appearing on the east side of the 


The main quest for Luxerion cannot be advanced any further on Day 1 
so this is a great opportunity to grab essential items and complete à 
handful of side quests during the remaining hours. See page 56 of the 
Walkthrough chapter for advice on the most profitable uses of your time. 


District and close to South Station can all be gathered at any time of day, 
The fourth, inside the Warren, can only be accessed between the hours 
of 00:00 and 06:00. The story advances to the next chapter once you has 
all four numbers, 


RETvANS, 
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Lexerion: 
Forsaken;Graveyard & Warren 


1-4: Rites for a Goddess 


POSSIBLE ENEMY ENCOUNTERS 


Gremlin | 172 | 
| - These weak enemies pose no threat, and can be defeated without complications. f 

Niblet | 156 | 
Gaunt Í 


By contrast, the flying Gaunt will be a difficult opponent for Lightning if you 
| Dromdnaaght you are in no fit state to easily tackle à Gaunt (use Lightning-elemental 
men definitely avoid any Dreadnoughts and Zomoks that spawn at all costs. 


‘zome | 
L | 


Approach the phone booth between the hours of 00:00 and 06:00 
and interact with it. Duplicate the displayed code with © in the 

slots directly below, then press ®/@. You can then follow the route 

shown on the map to reach the climactic cinematic for this chapter. 


If you are attempting to complete this portion of the local main quest 
on Day 2, be warned: the ambient, non-plot denizens of the Forsaken 
Graveyard can be tough to beat without suitable stats and equipment. 
If in doubt, or should you be low on Recovery Items, it may be prudent to 
pay most prospective combatants a wide berth. 


Once the story interlude ends, look behind the monument to find 
a glowing spot on the ground. Examine this to find a Crest of 
Evo. Continue south to exit the Forsaken Graveyard. With chapter 1-4 
complete, this area of Luxerion is now permanently unlocked. 


LIGHTNING RETURNS. 


Fanatic 


Noel Kreis (Blue) 


Noel Kreiss+ (Red) 
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The majority of Yusnaan’s side quests are unlocked through progress in the 
region's main storyline, so it makes sense to advance to at least chapter 2-2 at 
a relatively early stage in the adventure. 


YISNAAN 


POSSIBLE ENEMY ENCOUNTERS 


Personal Guard 21 
——___—___Î Encountered in all central areas of the city. Will attack Lightning on sight. 

Flanitor 203 
Nn 
Niblet Use Fire-elemental spells. Attack during Glutton for an instant stagger. 156 
a 
Desdemona Use physical or Lightning-elemental abilities, especially immediately after Rush_ 
nmmr 


Schrodinger | Spes most in the Warehouse District: Can haal tst and acts a tank or weaker ales always destroy it comgandons It. 


1: The Great Break-In 


When you reach the gate to 
Knowledgeable Tourist to acquire a val 


sneak into the locked area 


the Augur's Quarter, speak to the 
le tip on how Lightning 


you see him 
purchase the 

annot con 
in the day, you 
other activ 
if you miss this dea 


till early 
region to attend to 
don’t cut it too fine: 
ntil the next day to 


you 


travel to anoth 


jes unt in the afternoon, b 


you will need to wait 


advance the storyline 


LIGHTNING RETUENS. 


reach th 


investigate the nearby 
Watch (an item required 


Follow the path to the north to reach the Ca 
to the east. There is a merchant just before 


Line who sel 


Recovery Items, s: 


e low 


On the Supply Line, make note sati 
and look up to see à higher platt 

(note the special hold ©/@ as y 
will automatically haul herself vp whe 


ab ledge 


she makes 
treasure sphere here to obtain the Soldier’s Tie accessory, which offers 
20% resistance to physical damage on the Schema it is equipped to. 


jo the er ce to the 
you can reach via 
ak to the Suspi 


appears. If you are early, 
e 18:00 exactly, 


(E] Enter the Industrial Area and follow the path until you reach steps 
leading uvpwards. Continue on this path in a counterclockwise 


ve at it. When you 


ascent, jumping the gap in t 
reach a ladder, climb it. There 


open that you might 


alk when you a 


Dn: 


cinematic. You 


strategy to def 


After the cinematic that follows 
begins in the Warehouse Area. 
ferociously high in this zone though, self-healing Schrodinger aside, 
there are no monsters that present any degree of difficulty. Head 
west to reach an opening to the north, then look for a pile 
just through it: these lead to a walkway with a treasure sphere that 
contains the Sight's 


ops fight, Lightning 
enemy spawn rate is 


next two waypoints until you reat 


obtain the ID Card 


From the bon head east via the 
containers, then go up the 
Underground Route. Follow this linear corridor until you reach a closed 


porteullis 


IL) Interact with the panel t 
small shining collect 


nd a treasure sphere. At the 


path b 


to reach 


way 


Flame requir 


to the Reveler's Quarter. 


tlead: 


(mi) To conclude the c 
the Augur's Quarter 


tasks that you must undertake to c 


mplete 2 


evening, We advise that you begin immediately 


2-2: The Legend of the Savior 


If you start this main quest chapter directly after 2-1, it should 

be no later than 21:00 (and, ideally, a little earlier). This part of 
the story comprises a collection of main quest activities, mandatory side 
quests, and a handful of optional secondary activities. It is also very light 
on combat, so it might be useful to begin with a full supply of EP for 
Chronostasis. 


Your first task is to find the director. From your start position by the gates, 
look for à man to your right, then head up the steps to find Director 
Sarzhak. You can then converse with the Fireworks Boss on the east side 
of the Statue of God to obtain the Boss's Note. A pop-up Primer will 
inform you of the times when fireworks will be launched: 22:30 by the 
Cactuar Statue, 23:00 on Central Avenue, 23:30 at the Slaughterhouse. 
and 00:00 at Yusnaan Station. These are your deadlines for speaking to 
the Pyrotechnicians at each position. 


There are three different ways to collect fireworks: 


« By speaking to the technicians at each of the sites marked by 
waypoints (one of whom offers a short secondary quest. 


« By speaking to Funicula and completing the Fireworks for a Steal side 
quest. 


« By speaking to all four Chocobo Girls once you have examined a 
specific type of poster that reveals the “magic words” they ask for. 
Conveniently enough, poster can be found a few steps away from 
each Chocobo Girl 


In total, you can acquire up to 12 fireworks from Pyrotechnicians, seven 
from Funicula, and a maximum of four (and, if you collect all of them, the 
Migo'te Dress garb) from the Chocobo Girls. We have marked all relevant 
points of interest on the accompanying map. 


Though you only need ten fireworks, it's easy to make a sweep of the 
city to collect them all and pick up other bonuses. Funicula's quest 
is only available during the events of chapter 2-2 (see page 118), so 
it's a definite priority. Speaking to the Drunk Pyrotechnician in charge 
of the fireworks on Central Avenue begins à short side quest (which 
we cover on page 118). This can only be completed on the evening 
when it is accepted, before 01:00. Failure to do so will lead you to 
miss the quest rewards. To obtain the specified tipple, speak to the 
Maître D' at Banquet of the Lord and pay the required 1,000 gil fee. 
Take the Bacchus's Brew back ta the Drunk Pyrotechnician to obtain his 
fireworks and your rewards. 


Once you have a healthy stock of fireworks and have completed 
related quests, return to the Fireworks Boss to make your delivery, 
then speak to Director Sarzhak. To obtain the required garb, you need 
to complete a side quest called “The Fighting Actress” (see page 119), 
Which involves participating in a special event at the Slaughterhouse. 


Speak to Slaughterhouse Zoe in her booth, then complete all 
three bouts to win Midnight Mauve. The first (in a colossal 
mismatch) pits Lightning against a group of Gremlins (Bestiary page 172). 
The second is similarly easy. against a single Anubys (Bestiary page 
158). The third is against a Zaltys (Bestiary page 188), a moderately 
challenging opponent who will nonetheless be of no consequence if 
vou are following the suggested progression offered in the Walkthrough 
chapter. For maximum damage, use lce-elemental spells. 


After you conclude your business at the Slaughterhouse and obtain the 
garb, you should note that the performance does not begin until 03:00. 
Though you can artificially advance time via an option that appears when 
you speak to Director Sarzhak, it's probably better to get involved with 
other activities (indeed, other regions) if you have several hours to spare. 


A word of warning: advancing the story beyond this point places 
Lightning in the Patron's Palace, à dungeon populated by some 
high-level enemies. If you have started with Yusnaan on your playthrough 
and have yet to make meaningful progress with quests in other regions, 
Lightning will almost certainly be toa weak to handle the challenges that 
lie ahead. You may wish to leave this final step until a later date. 


When you are ready to continue, equip the Midnight Mauve garb and set 
itas your default Schema (at the Customize Schemata screen, highlight it 
and press @/@), then travel to the Augur's Quarter at any point between 
02:45 and 02:59. Interact with Director Sarzhak ta bring this chapter of 
the local storyline to a close. After the initial cutscene ends, you will 
obtain the Femme Fatale weapon. 


« MAIN UUESTS 


® YUSNAAN 


Floor 4 


Floor 1 


HEATMIND,AETVONS. 


2-3: A Solitary Patron 


You only have three hours to make your way through the large, monster-filled Patron's Palace on first arrival, so you will need to make fairly regular 
use of Chronostasis to ensure that you can reach the end before the 06:00 deadline, Should you find the going tough, you can always raise EP through 
battles and teleport to another location, Don't worry too much if you need to use a few Recovery Items during the trip: there is a special merchant just 


before you arrive at the final boss battle. 
SIGNIFICANT ENEMY ENCOUNTERS 


Cyclops ___ Appl as many aiments as you can Perfect Guard against cb 

Skata'ne | Deal heavy damage to its weak point with Fe-elemental attacks. Guard against Heel Kick and countecattack immediately 
[am Use Slow to delay its actions. To stagger, use magic at ach 
jd De 

zals _ [Use lee-elemental spells, specialty wen coupled with a stagger to the head [best accomplished with Jump 

\ Schradinger | Use Fire- and Wind-elemental spells after ap REET 


Collect the two Statue Fragments close to your start position in 
the Palace's garden (required for the “Rebuilding” Canvas quest — 
see page 140), raid the treasure sphere for its accessory, then head into 
the center of the palace. 


J} Make your way to the ballroom, where a scripted Chaos Infusion 
will balloon into pasition as you arrive. Either take the opportunity 
to fight a relatively easy battle for the EP bonus, or just run straight for 
the staircase on the west side of the room. From this point on, Chaos 
Infusions will appear with regularity. When you reach the balcony on 
floor 2, take a short detour to the adjacent staircase to collect Gold Dust 
{a sale-only item worth 4,800 gil} behind the closed door before you 
continue. 


The journey through the second floor is entirely straightforward 
until you reach the room in the south, where you must climb 
two ladders to negotiate obstacles. The Zaltys and Cyclops large-scale 
enemies spawn in the main area of this chamber. These are rather easy 
to deal with if you use the right strategy (Bestiary page 188 and 164), so 
you could profitably top up your EP here before you move on. 


You can top up your EP even further in the final room of this 
floor, where the Zaltys has a high spawn frequency. If you have 
no appetite for a fight here, you can alternatively sprint around the first 
giant beast to appear and climb the ladder in the corridor beyond to reach 
the next floor. 


El When you arrive at a locked door (which should be familiar from 
IE) the end of the Prologue), interact with the adjacent panel to open it, 


In the next room, use the control device to remove the barrier. 


On arrival at the room beyond, climb the ladder directly to your left 
as you enter to reach a treasure sphere containing Flamestrike Lv.2. 


The next large room in line is a Zaltys spawn point. Climb the 
crates to your left to reach a short corridor and, from there, make 


(HJ 


your way to the control panel to the southwest to remove the barrier 
blocking the way forward. When you reach the junction, take a short 
detour to the right to reach a treasure sphere before you continue. 


| Desdemone _ | Use physical or Lightning elemental attacks, especially right after Rush 204 | 


Cross the room and climb the crates on the opposite side, then 
follow the corridor until you reach a ladder. Smash the crates, 
climb up, then empty the treasure sphere (which contains the Frastbane 
Choker, a useful accessory in a forthcoming fight) and activate the control 
panel to remove the barrier. 


The last encounter on this floor is with a Palace Guard, who sells 
the Potion and Phoenix Down Recovery Items. Stock up if you 
need to, then continue to the waypoint to trigger a cinematic. 

Make a quick trip to the dead end to the east to open a treasure 
AS) sphere tat contains Libra information for the forthcoming 


boss fight. You can then head west to reach a ladder that leads to 
Floor 5. 


When you reach the next room, climb the ladder, then follow the 
| obvious route to reach the control panel for the device sealing 
the corridor, 


In the next room to the south, you must defeat a pair of Anubys 
inside a Chaos Infusion to open the door. 


Once you reach the Patron's Chambers, approach the table at 
the waypoint marker and interact with it to trigger a cinematic. 


N| 
Drop through the shaft to return to the southwest side of Floor 3, 
then head east — over the crates, and up the ladder — to reach the 
corridor leading north that will return you to Floor 4. Carefully prepare 
your Schemata for the struggle that lies ahead (see page 214 of the 
Bestiary for detailed guidance) before you interact with the ice- 
covered door to advance to the conclusion of the Yusnaan main quest. 


Atthe end of the battle, you will obtain the following rewards: 10,000 gil, 
Maximum EP +1, HP +300, Maximum ATB +10, Strength +112 and Magic 
+28. When you regain control of Lightning, grab the object on the ground 
to the left of her to obtain the Ghostly Hood, a rather technical accessory 
with some interesting applications (see page 232). 


The open hatch just outside Snow’s room offers a shortcut to the second 
floor of the Patron's Palace, close to the Ballroom. You can then vault the 
balustrade to reach the lower level, and follow the corridor to return to 
the Augur's Quarter. 


® MAIN AUESTS 


® YUSNAAN 


sins 


79 


THE WILDLANDS 


Immediately advancing the Wildlands main quest to the end of its second chapter will be à priority on any playthrough, as the benefit of exploring its vast expanses 
and confronting its varied monsters with the aid of a Chocobo cannot be overstated 


The Wildlands has more secondary quests than any other region, which makes it the perfect area to focus on Lightning's development during the early days of the 
storyline, What's more, the Chocobo's ability to heal her during battles will be of great benefit as you get to grips with the combat system on a first playthrough. 


Completing main quest chapter 3-2 unlocks a fifth main quest that begins in the Wildlands, but actually requires visits to all four regions to complete its (very short) chapters. 


The Wildlands: Grasslands & City of Ruins 


3-1: The Angel of Valhalla 


POSSIBLE ENEMY ENCOUNTERS 


LIGHTNING RETUANS. 


Niblet 
Meonekton 
Dryad 
Gremlin 
Minilan 
Raffles 
Goblin 

Vali 
Hanuman 


Eetopudding 


Triid 


Reaver 


Chocobo Eater 


Aster Protoflorian 


(Al On arrival in the Wildlands, a mandatory conversation at the 
Monorail station directs Lightning to Canopus Farms, à small 
settlement to the southeast in the main Grasslands area. Most enemies 


Use Fire-elemen 


spells. Attack during 


Take advantage of Eenie Soundwave to stagger rapid with elemental attacks. 


Use Fire-elemental abilities exclusively 


Attack while the enemy is casting to induce a stagger after wich tas guickhy 
Uso Lightning -elemental spells 

Area-ot-eftect Fira-elemental abilities mate Rafflesia 3 mere formality. 

Dispatched quickly with Ice- or Lightning-elemental abilities 

Use Wind-elemental attacks to deplete its HP quickly. When accompanied by a Hanuman, priortize this Jasser anemy 
Eliminate any accompanying Valis to prevent Charge. Otherwise, use Wind-elemental attacks 


Use Ice-elomental spolis. Eguip accessories with Fire resistance at low levels of development. 


Use Fire-olamental abilities. During enemy attacks, either guard 
to stagger 


prevent interruption or double down on your offensive 


Use le and Lightning elemental abies. Pertect Guards are critical to reduce damage taken and can als stagger. 


Use Lightning-or Wind-elemental abilities or Jump to st: 
easier to achieve 


el 2 stagger to make subsequent staggers 


Use all four elements and stagger with spells. 


that may appear during the journey are decidedly weak. though be specific destination: the City of Ruins. 
quick to run if you encounter a Reaver (Bestiary page 192) — these are 
prohibitively difficult to beat at an early stage in the story. 


(B) At Canopus Farms, speak to Dr. Gysahl, then converse with all 
NPCs marked with the usual conversation icon. After gathering 
the required information, you will now have a new quest marker in the 
northeast of the Grasslands area. 


From Canopus Farms, head east, then follow the path leading 
north. A conversation with two Chocobo riders from Jagd Village 
during the journey will provide you with additional information on your 


When you reach a large green monster looming over a stricken 
Chocobo, consult page 196 of the Bestiary for advice on how to 
prepare your Schemata, and save your progress before you leap into the 
fray. The Chocobo Eater is one of the most powerful enemies in the entire 
game world, but this specimen has been severely weakened. Once the 
Chocobo Eater falls, retum to Dr. Gysahl at Canopus Farms, After the 


Cinematic interlude, speak to him, then interact with the Chocobo to feed 


him the Gysahl Greens. 


3-2: Healing an Angel 


This main story chapter potentially encompasses several side quests, 
all of which contribute to the process of restoring the Chocobo to 
the second of three healing stages. Our focus here is get your Chocobo up, 
running and eventually gliding with a minimum of effort and expenditure. 


Though you can speak to everyone at Canopus Farms to hear their thoughts. 
specific individuals contribute items required to advance the quest. The 
Hunter Chief just outside the main settlement entrance will give Lightning 
a Chocobull. Sarala, the young woman attending to the nearby farmland, 
will offer Gysahl Greens. The Innkeeper on the east side of the settlement 
provides the gift of Fuzzy Sheep Milk. Retum to the Chocobo with these 
three items, and feed each one to him via the “Give to him” option. 


Head to the path that leads to Jagd Woods to the southwest. Speak 
to the Hunter Hopeful at the entrance (he's riding a Chocobo), and 
you should — if you have battled through encounters with at least six 
Miniflan so far —be able to complete a short side quest called “The Right 
Stuff" (see page 125) immediately. If not, scour the surrounding area 
to meet these foes until you have the necessary items. One of the final 
rewards is the Mystical Meal item. Though you can heal the Chocobo by 
other means, feeding him this additional item will enable you to restore 
him to riding fitness, and enjoy his assistance in battles. Do this now. 


Ride your Chocobo ta Jagd Village and speak with Nadia to begin 
the "Chocobo Cheer” side quest (see page 125). Nadia will tell 
you about Yeul's Flowers, special blooms with medicinal properties that 
Chocobos must eat directly at their point of growth. Take your Chocobo 
to the Yeul's Flower in the north of Jagd Woods (see map) and interact 
with it. You can then ride to the Yeul's Flower in the City of Ruins and a 
third a short way to the west of Aryas Village to restore your Chocobo 
to the second healing stage — and advance the story to the next chapter. 


‘Advancing your Chocobo to the third healing level is certainly useful, but 

its not really a priority for the main storyline. If you can wait 24 hours 

for the Yeul's Flowers to regrow, that is certainly the cheapest way to 

complete the healing process. You could also feed it the Creamy Sheep 

Milk and Fuzzy Sheep Milk items obtained as quest rewards in Aryas « main avests 
Village — these have no other function. 


CHOCOBO HEALING STAGES 


1 Riding possible 


2 |Gling gossie 
a peen 


CHOCOBO HEALING ITEMS 


Can be grown at Canopus Farms on 
completion of the “A Father's Request” side 
quest. Not practical for rapid healing of your 
Chocobo on a first playthrough, but they can 
be stockpiled for easy healing on à New 
Games playthrough. Eight units are required 
fortwo Canvas of Prayers quests, 


Gysahi Greens 5 


Fuzzy Sheep Milk 


THE WILOLANOS 


A reward for the “Round ‘Em Up” side quest 
(see page 128) in Aryas Village. Again, has no É 
other purpose. 


Creamy Sheep Milk Ei 


Can be grown in the small plot inside Moogle 
Village on completion of the “Peace and Quiet, 
Kupa” side quest (see page 123). One unit 
required for à Canvas of Prayers quest 


Two units are obtained as rewards on 
| ‘completion of the “The Right Stuff” and “A 
Taste of the Past” side quests (see page 127) 
| can also be created by Chef Aryas for Vibrant_| 
Ooze 23 and Moonsoul Bloom x6. One unit 
reguired to complete the “Moogle Gourmand” 
Canvas quest (see page 142). 


Mystical Meal 40 


‘Animal Potion 50 


Unlocked as a healing item after you start the 
“Chocobo Cheer” side quest in Jagd Village 
(see page 125). These grow in four locations, 
and are used solely to heal your Chocobo 

Once consumed, they grow back after 24 
in-game hours | 


Yeuls Flower 50 


Rocky Crag, Poltae & Temple of the Goddess 


LIGHTNING RETURNS, 


3-3: Where Chaos Sleeps 


e Chocobo to a 


to the next elevated 


Having restored e short jump and g 
gliding ability will enable you to expl 
Wildlands. This means that you can finally navigate the Rocky 
area to reach Poltae, a settlement ìn the shadow of 
Goddess. 


su 


Fre ree * 


orm. 


Before you resolve to complete chapter 3-3 immediat: 
while a visit to Poltae presents no challenge, the Temple of the 
Goddess is populated by some fairly high-level adversaries, and the 
monster spawn rate is fier hout the assistance 
of your Chocobo, and Lightning is handicapped by a steady HP 
drain. Moreover, the adversary that lies at the heart of t mple 
may prove prohibitively difficult to defeat if Lightning uitably 
prepared. However, there is no harm in grinding your way through 
the temple itself with a relatively underprepared Lightning, if you 
feel confid as this will enable you to collect ns 
(including a full set of third-tier elemental spells 
ruined floors to reach the top level actually create 
final boss encounter just inside the main entrance, so it certainly Beggar’ 
won't be a wasted journey der. 


e. You also fight wi 


orthy items 


Negotiating the (G) After the cutscene, Lightning will automatically dismount. Make a 
s a shortcut to the quick (optional) detour along the path to the southeast to collect the 
Beads accessory from the treasure sphere, then return and climb the 
the Bridge of Faith and ascend the stairs until a cinematic begins 


Before you begin, speak sor Lathom close to Poltae's 
Inn, His quest (“The Grail of Valhalla page 130) involves 
interacting with two specific objects within the temple, so it makes 
sense to complete his objectives at the same time. Hanuman 86 
Vali 76 
Travel to the waypoint at the top of the sloped path on the west Encountered in pairs, thei Fire-elemental attacks can \ 
side of Poltae to trigger a cutscene. Speak to the Man Awaiting _| be devastating Eauip the Flamebane Chokar on your 
eend aten dis arie: Wan bollow warannotitad saeishoks to ene Ectopudding | primary guard Schema if you have it. The Warergod 184 
zg rl ld edn Là Bracelet will augment your attack power against 
and glide to the waypoint marker. has a 
CE) From the top of the slope, jump and glide over nn Aregbnbeinhenbigesbelend 
Wem) formation to the north, then hop up onto the rooftop, gti 
A good excuse to test the Firaga Lv spell found in 
Dryad the Hall of Avarice just before you reach their primary |__162 
xed en as a sub-boss. Does not 
Ane KEO da tal Koe irend 208 
Protoflorian 6 É 
A fed enemy that serves as a sub-boss. Does not 
ccur as à random spawn. Use k - 
pen cur as à random spawn. Use lce-and Lightning az 


elemental abilities. Prfect Guards are critical to 
taken and can also stogger. 


begins at the center of the basement level. Run to the north 
e sphere containing Ruinga Lv.2, then move to the 


t and climb the slope that leads to the Hall of Avarice to the south. For 

future reference, you can reach the exit to the Temple of the Goddess by 

IE) Jump and glide over to the rooftop, then jump to the rocky jumping to the platform on the left as you're going up the slope, as shown 
platform th a broken line on the accompanying screenshot. 


(Firegollv2 


LIGHTNING RETURNS. 


the ne rubble to reach the next 


alled-off sectior er and speak with Yeul to create 


o platforms that provide access balcony. Follow the short 
orridor beyond until a c begins 
ES Head for the next Yeuf you emerge from the short corridor 
J and interact with her to trigger a trio of ms. 
disappear fairly rapidly, and it's a 1 ay down, so be quick and 
omposed with each jump 


h this is not mandatory, you can interact with the plaque in 
fv Level to obtain the 


ey're mutterinc 


direction. Speak to Yeul in th m to create à yv 
and, from there, follow the corridor to reach a cinemat 

u Pele to open the treasure sph aining 
Element Lv2, but the rest of the path is entirely line 

a Pemba ger aen 
fight begins automatically. Consult 6 of the Bestiary t 

an optimal Schemata setup, and q derstanding of the cha 


you will face in the fight against Caius 


Though far fron gnore Yeul for now and 

follow the route s the next screenshot with a broken __ If you don't wish to (or cannot Î backtrack and drop 
line to react asure spheres. These c Elementa Lv.2 __ through the War's Cage floo exit. The Yeul that appears 
and the Tri-P et. Be extremely careful on the narrow path at the entrance here provides à shortcut straigh je corridor before 
enemie an à wn, and al ay take y all the way to L SO you | and hopping 


Strength + 


on one Schema due to its solid stats and 


auto-ability 


Wildlands 


Yusnaan 


Dead Dunes 


Luxerion 


5-1: Father and Son 


Though this main quest begins in the Wildlands, it actually requires visits 
to all four regions. The quest officially starts at the Crash Site in the 
north of Eremite Plains when you speak with Sazh. However, you must 
complete the chapter 3-2 main quest “Healing an Angel” (see page 83) 
before you can use your Chocobo's gliding ability to reach him 


Once you have all of the Soul Fragments, return to Sazh at the Crash Site 
to conclude this storyline. Your rewards are 5,000 gil, the Afro & Yellow 
Chick and Dajh's Patch adornments, Maximum EP +1 and Recovery Item 
Capacity +1 


5-2: Follow 
the Chocobo Chick 


After the conversation with Sazh, follow the Chocobo chick to find a new. 
treasure sphere outside. Open this to acquire the Fragment of Mischief 
quest item, and trigger a cinematic. The tutorial that follows will explain 
how you need to collect à further four of Dajh's Soul Fragments and 
retum them to Sazh. 


HOETNING, ARTYON 


5-3: Wishes on a Canvas 


To complete this chapter, speak to Chocolina and accept the “Key to Her 
Heart” Canvas quest. The Beloved's Gift quest item is found in a treasure 
sphere in the Wildlands, at the start of the highway situated southwest of 
Aryas Village. Return this to Chocolina to obtain the Fragment of Smiles. 


5-4: What Soul 
Seed Traders Want 


To complete this portion of the story, you must have completed the 
“Soul Seeds” side quest (see page 107), and have the Moogle Fragment 
obtained by finishing “Peace and Quiet, Kupo” (see page 123) 


Speak to any Soul Seed trader, sell your sedis), then select “Yes” at 
the prompt to hand over the Moagle Fragment to obtain the Fragment 
of Radiance. 


5-5: Battle's Bounty 


Visit the Slaughterhouse in Yusnaan at any time from 19:00 to 03:00 
and speak to Slaughterhouse Zoe in the booth to the right of the gate. 
When the prompt appears, agree to participate in the special match to 
fight for the Fragment of Courage. The bout is fought against the Zaltys 
Brimstone, a (functionally identical) version of the Zaltys large-scale 
enemy (Bestiary page 188). 


5-6: Beyond the Sandstorm 


Even before you are ready to embark on productive stays in the Dead 
Dunes, you can visit the region to collect the Fragment of Kindness at 
almost any time in the story 


Unless you have already done so, you will need to dispel the storm 

raging at the entrance of the Oasis Lighthouse area with a 

Pilgrim's Crux. If this is your first meaningful visit to the Dead 

Dunes, you can pick up one of these just before you reach 

the Dry Floodlands area to the south. Use this at the 
altar to the left of the sandstorm. 


After preparing your Schemata (turn to page 
178 of the Bestiary for assistance), quickly 
run over and strike Cactair to begin an 
unusual battle. Be careful not to use 
any abilities imbued with the Ice 
element: these will heal the creature 
instantly. When you defeat it. vou 

obtain the Fragment of Kindness. 


® THE WILDLANDS 


Though perhaps no more demanding than the Wildlands in terms of the ferocity of its monster denizens, exploring The Dead Dunes and the maze of corridors that 
make up the underground ruins in 4-3 and 4-4 is a serious undertaking. On a first playthrough, weathering the labyrinth's high monster spawn rate is far easier once 
you have obtained experience, abilities and stat boosts by completing main quests and secondary activities in the other regions. 


Should you choose to visit the Dead Dunes to simply explore, take in the sights and plunder treasure spheres, a word of advice: take the time to complete chapters 
4-1 and 4-2 beforehand. This should take na more than fifteen minutes, and will provide you with an ally who will be of great assistance. 


THE DEAD DUNES 


Lizards 


Before we begin, an essential tip: whenever you espy small lizards during your journeys through the Dead Dunes, have Lightning draw her sword and smite 
them. These will drop either a Lizard Tail or an Unappraised Item. The former is required in large numbers for a handful of Canvas quests, so it's a good idea 
to start accumulating them immediately. The latter objects can be identified once you have completed the “Tool of the Trade” side quest (see page 132). 


4-1: Bandits of the Desert 


POSSIBLE ENEMY ENCOUNTERS 


as } 


Use Wind-elemental abilities to stagger; induce a weakness with Imperil to increase damage. Guard with Passion Rouge 


157 


a ‘against Bech to avoid multiple aiimenis 
Cactuar Ì Sucrums uch to Fire elemenal ach 
Gorgonopsid Exploit the enemy's Ice-elemental weakness to defeat it quickly, Otherwise, Perfect Guard against Megabite to stagger 


180 


nnn 


Used as a sub-boss in this chapter, but common throughout the Giants Sandbox. Ralatively unthveatening. these | 


jGerengesoh eponents crumble once staggered Use Wind alementa ailes of Bat Down to achieve ts as soo as posse 
| Cactair 

F 

en | se Wind-elemental abilities or Jump to stagger. Poison is usofulto deplete tha enemy‘ heath after he frst stagger. 
| 


Consider Overclocking and using bufing Potions in combination with mparll to maximize damage during staggers. 
L 2 zinhkde rei 


! 198 


If this is your first real visit to the Dead Dunes, there are a handful 

: of steps that you can complete during your journey to Ruffian that 
will save time later. This should take little more than ten minutes. First, 
activate the Cactuar Statue outside the Dead Dunes Station to create 
your first teleport waypoint. 


|| Head directly north and activate the Cactuar Statue outside the 
Temple Ruins North Gate. 


ĳ) Repeat this with the Cactuar Statue in the Near God's Wrath area. 


Head west to find a special item called a Pilgrim's Crux. 


Activate the Dry Floodlands Cactuar Statue to the north. 


F] Make your way to the northeast and interact with the monument 
L to the left of the storm, then fight Cactair (Bestiary page 178) 
If you want to complete the requirements for main quest chapter 5-6 
(see page 91). 


) Loot the treasure spheres in the Oasis Lighthouse area just 
beyond. You should also look for three shimmering points of 
interactivity. These are units of Bhakti's Oil, required for a side quest, 
and collecting all three here satisfies the quest conditions, removing the 
need to search elsewhere. 


Continue your journey until you reach the shining object that you 
can collect at the position shown on the accompanying map: this is 
the Loupe, an Item that will enable you to complete a side quest on arrival 
in Ruffian (see page 132), which you can reach via the path to the south. 


Speak to Adonis in the corridor to the north after entering the 
interior area at Ruffian. After the initial conversation, speak to 
him again and agree to take the tral. 


4-2: Aspiring Bandit 


En 


Activate and use the Cactuar Statue outside Ruffian to teleport to 
the Near God's Wrath location in the south. 


Defeat the Gurangatch at the waypoint marker. Lightning will 
‘automatically use the Pilgrim's Crux on the monument to remove. 
the artificial sandstorm in the cinematic that follows. 


Return to Ruffian and speak to Adonis to advance the story… and 
acquire a powerful new ally for the forthcoming challenges in the 
Dead Dunes. Chapter 4-2 ends with Fang joining Lightning for the next 
three (substantially longer) chapters of the regional storyline. 


M Head to the waypoint marker in the far northeast of the Giant's 
ld} Sandbox area and enter the tunnel to reach the Temple Ruins. 
Speak to the bandit to the left of the portcullis to open the way forward. 


@ MAIN QUESTS 


THE DEAD 
DUNES 


Temple Ruins: Floor 2 


4-3: Where the Clavis Lies 


POSSIBLE ENEMY ENCOUNTERS 


NAME 


Goblot | Use Wind-elemental abilities to stagger 

Skeleton 

Schrodinger 

Gaunt 

makan | Encountered as a “faed” enemy only — does not spawn. Use Wind-elemental abilities or Jump to stagger Poison ís useful to 
| deplete the enemy's health after the first stagger. 

Geamgik Encounter as a “Twe” enemy any does not span Use We 


(Al After speaking to the bandit to open the portcullis, follow the 
corridor until you reach the Cactuar Statue, then activate it to 
unlock the Chamber of Dusk teleport location. 


ic) As soon as Lightning reaches Floor 2, there is a quick tutorial on 
the timed doors that appear in the Temple Ruins. To recap, timed 
doors automatically open or close every hour. Open doors are green 
on the main map and mini-map; closed doors are red. Every time the 
minute hand reaches 12, all timed doors in the underground ruins change 
state, from open to closed and vice versa. In practical terms, this feature. 
doesn't really affect your progression in the main quest objectives. The 
only real complication is picking up all collectibles. 


Press forward and open the treasure sphere before you drop 
through the opening to reach the next floor level. 


Two useful tips: there are stone slabs close to each timed door. Examine 
these, and the timed door will permanently appear on both your main 
map and mini-map as an icon that reflects its current state. Additionally, 
if you constantly use Chronostasis to freeze time whenever you are in 
the Temple Ruins, there is & simple trick that will enable you to be extra- 
efficient in your progress through the floor levels. As all timed doors 
change state on the hour, every hour, try to complete all steps up to the 
conclusion of chapter 4-4 during an hour with an even number (let's say 
14:00). You can then return later to clear out the dungeon on an odd- 
numbered hour (for example, 01:00), where all timed doors closed during 
your first visit will be open. 


Here you will encounter a special feature exclusive to specific 
areas of the Dead Dunes underground areas: skeletal statues. 
Draw Lightning's sword and smash these whenever you encounter them. 
In most instances, they will usually drop an object: either an Unappraised 
Item that you can convert by speaking with Elmer in Ruffian after you 
complete the “Tool of the Trade” side quest (see page 132), or a Yellowed 
Skull. You need to pick up 28 of the latter in total to complete all three 
“Pride and Greed” collection quests (see page 146). Occasionally, striking 
one will trigger an automatic battle with a Skeleton. 


Collect whichever treasure spheres are available at your time of 
day, then drop through the opening to reach the next level down. 


There is a “fixed” Earth Eater positioned in the area just to 
the east If you arrive at an even-number hour, and fancy your 
chances, it's possible to approach it via the southeast doorway and 
secure a “Great” battle start by striking this behemoth from behind. 
However, you may also prefer to leave these treasure spheres until later: 
the Warding Talisman (Resist Curse) and White Strap (Resist Fog) are not 
priorities at this stage. 


You will now encounter another feature of the Temple Ruins: 
triggered doors. To open these, you must find a device adorned 
with the corresponding symbol. Activate the device to open the nearby 
door. Follow the corridor, smashing the skeleton statues that you pass. 


HI Interact with the Cactuar Statue to unlock the Sacred Gate 
teleport destination, then examine the door marked by a waypoint 
to the north. Now backtrack to the Chamber of Flame and follow the 
corridor to the south. 


Once you reach the Sacred Grove, collect the Pilgrim's Crux, then 
use it to unlock the door to the north. This opens a route between 
the Temple Ruins North Gate entrance and this floor of the labyrinth, 


Visit the room to the northwest to collect a Pilgrim's Crux and, if 
you followed our advice to pick up the three Bhakti's Oil collectibles 
from the Oasis Lighthouse area earlier, complete the "The Life of a 
Machine” side quest (see page 134). This will provide you with another 
Pilgrim's Crux in addition to other rewards, and requires no additional 
exploration or combat. When you're done, take the corridor to the south. 


Activate the nearby device to open a triggered door to the south. 
L This unlocks the route into the deeper floor levels. For now, 
though, head north. 


Interact with the device at the center of the gallery room. To 
complete your new objective, you actually need to leave the 
Temple Ruins for a time. Backtrack to the Cactuar Statue and teleport to. 
any one of the three Shrine locations in the Dry Floodlands, Grave of the 
Colossi or Atomos's Sands areas. 
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4-4: Murals of the Gods 


Once you reach the first Gallery in the Temple Ruins, you must 
leave the underground labyrinth to visit three specific Dead Dunes 
destinations. These Shrines are essentially long corridors that lead first 
to a doorway that must be opened with a Pilgrim's Crux, and then to a 
room where a special Tablet can be collected. 


After you collect each Tablet, the return journey is spiced up by the 
appearance of skeletal statues that you can (and should) smash to gather 
collectibles — or deal with a Skeleton ambush. 


Before or after you visit the three Shrines, take the time to retum 
to Ruffian. Completing chapter 4-3 triggers the arrival of many 
new faces in the settlement, plus a new Outfitters, Forge and Sorcery 
Shop. If you do not have the required three Pilgrim's Crux keys for each 
Shrine and have na desire to explore to find others, you can buy them 
from the Crux Hunter in the main hall at Ruffian. 


Once you have all three Tablets, use a Cactuar Statue to teleport back to 
the Sacred Gate destination. 


| When you retum to the third floor of the Temple Ruins from 
collecting all three tablets, head back to the gallery room that 
you visited during step ES Interact with the pedestal to view the first 
mural. When the cutscene ends, collect the Crux Body from close to the 
room's entrance, and go through the triggered door to the south (which 
you opened during step ES. 


A warning: this area of your current floor (and the two beneath 
it) becomes a maddening warren if you do not approach it 
with a degree of consideration. Our walkthrough here focuses purely 
on presenting the most sensible route to the second mural, without 
worrying about most treasure spheres or other such complications. We 
advise that you return to pick the corridors clean of collectibles later. For 
now, eliminate the Gurangatch blocking the west corridor, then follow 
the passageway. 


When you reach the hole marked here, drop down to the lower 
level. 
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teleport position by 
te ue, then take a deep breath and 
heads fioht the Earth Eater blocking the route to the floor below 
When the battle ends, collect the Pilgrim's Crux and drop through the 
hole to reach the bottom flo 


On Floor 5, head straight for the device to open the triggered door 
in the large chamber to the west. While you can use the newly 
opened path to reach the mural, we suggest a slightly longer route to 
deal with a few ather things fist. Climb the 


ladder to reach an otherwise 


inaccessible area of Floor 4. 


r] Speak to Nolan to formally begin the “What Rough Beast 
MB) Slouches” side quest (see page 135), pick up the nearby 


collectibles, then climb the steps to hop over the fence 


[u You can now unseal the door to the northwest with a Pilgrim's 
| Crux. This opens the path between the Temple Ruins South Gate 


4-5: The Holy Clavis 


Completing chapter 4-5 will cause Fang to leave Lightning's side 
as a permanent Dead Dunes ally, which puts you ata disadvantage 
if you have yet to complete certain secondary quests, or if you intend to 
hunt the powerful Earth Eater to extinction. That said, the rewards for 
bringing the Dead Dunes story to its conclusion are fairly noteworthy. 


To face the final boss battle, interact with the door just north of the 
Sacred Gate teleport location. Once inside, organize and optimize your 
Schemata for the forthcoming battle (see page 168), then head north to 
the waypoint and interact with the decorative clock. 


HGHTNING AETUANS 


South Gate teleport destination v 
Activate this incredibly useful shortcut immed 


To conclude the most demanding part of this chapter. head to the gallery 
to the east 


iv] Use a Tablet with the device to view the mural. Collect the Crux 
Tip from in front of the entrance once the cutscene ends 


wl The final step of chapter 4-4 is to return to the Sacred Gate; you can 
Wk) obviously use the Ruins South Gate Cactuar Statue to teleport there. 


tel) cach a room where you can use the final Tablet to view a third 
mural. Collect the Crux Base after the cutscene, and the parts collected 
so far will be automatically assembled to form the Saint's Crux: the key 
to the final battle of the Dead Dunes storyline 


ix] Head to the waypoint marker via the newly opened corridor to 


After the battle and its closing cinematic, you obtain your rewards: HP 
+540, Maximum ATB +10, Strength +28, Magic +56 and Recovery Item 
Capacity +1. Examine the item to the left of Lightning when you regein 
control to acquire the Preta Hood: a specialist accessory that you might 
not see a need for now, but which proves useful for strategies against 
certain unique opponents. 


For a little additional story information, you can speak to Fang before 
vou depart 
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THE INAL aar | 


The concluding chapter of Lightning Returns begins once you complete all five of the main quests, and reach the end of your available days. One 
important detail to note is that there is no passage of time in this final section of the adventure — and. therefore, no penalty for the use of Escape, or a 
need to manage your minutes with Chronostasis. This means that you can simply abandon fights that go awry, and invest more EP in abilities that enable 
you to secure clean victories (particularly Overclock). 


The Final Day can be a real shock to the system at first, with a new batch of enemies exclusive to this closing dungeon. As you adapt your strategies and 
equipment to suit each scenario, though, you will soon find that it isn't actually as brutal as it might initially seem. In the event that you simply cannot 
cope with the denizens of this area, refer to the Bestiary for assistance. 


When you gain control of Lightning on the Ark after watching the opening Final Day cinematics, open the treasure box to gain five Silver Malistones, 
then speak to Mog if you need to shop with him, Use the Warp Device, then confirm that you wish to begin the Final Day when the prompt appears. 


Holy District & Luxerion Cathedral Kk 


The Extr 


Y 


If you have completed a high number 
of quests by the end of Day 12, you will 
unlock a special 14th day, occurring 
between Day 12 and the Final Day. The 
Ultimate Lair is available for exploration 
in the Dead Dunes during this extra day. 
For information and guidance on this 
optional challenge, see page 65. 


LIGHTNING RETURNS. 


NOTES BESTIARY PAGE 


Anubys } to delan toons. T gic attack k ï ’ 4 5 h 
Cathedral Sentry e the Thom of Aggression to pre 3 ed by muite enemies. Area seance wa 210 

Neela k 

Wendigo Weak to F ental abiit, en Ï 
Sugriva Use Frage or E À f ' k s 


set sal attacks 18 


Arcangeli 


lock aggressively, e 


Chimera induce a weakness to Ice-elemantal abilities with Impenl. Poison ús very effective if a 


porsistently refreshed. Usa Jump setups (see page 291) to stagger 


You can shop with fou at Cathedral Plaza, thou 


monster variety, now at its maximum strength, appears 


should ideally be we ady. If you climb the lad even threes outside the cathedral. Fights against t 
reach the top of the scaffold just beyond the first two salesme Ï Je unpleasant. so feel free to press on to the cathed 
also find an Adventuring Essentials vendor. He sells Libra information for t the closed doors to trigger a cutscene and, after 


enemies unique to the Final D 


available for the u 


obtain Re 


duse a S 


In the corridors beneath the cathedral, you have a host of new 
opponents to deal with. The Neela, Wendigo and Set enemy 
varieties are moderately challenging, while an encounter involving à 
Sugriva can be a slog unless you use an efficient strategy. The Arcangeli 
can be something of à wake-up call for players who are ill-prepared. 
Refer to the Possible Enemy Encounters table for help. 


There are three treasure spheres to loot in dead ends during the 
(otherwise linear) journey to God's Sanctum to the east. 


GOD'S SANCTUM 


On arrival room highlighted by a waypoint marker, you will 
find Fang fighting a Chimera. Prepare your Schemata (Bestiary 
page 166), then dive into the fray. 


Once the battle ends, Fang joins the party and will fight alongside 
Lightning. but only until just after you open the door marked by the 
same waypoint as before. You can use this advantage to farm the 
Arcangeli. Neela, Wendigo and Sugriva to near-extinction in your 
current area, though you cannot face their Last Ones until a little later 
The Set enemy variety is just like the Anubys: it has no Last One, and 
is functionally boundless. That said, the ease of fighting them means 
that you can always profitably farm them for EP. gil and their item drops. 
When you are ready to move on, interact with the door at the waypoint 
marker to continue. Keep the pad close to hand, as a quick battle with 
two enemies of the Set enemy variety begins directly after the cinematic 


fter a sequence of momentous story developments. play 
resumes in the God's Sanctum area. Take a few steps down the 
stairs, and a cutscene will show the arrival of Mog. After this, a brief 
explanation of the Four Trials and Door to Creation will appear. If you are 
in any doubt: it categorically. absolutely makes sense to complete the 
Four Trials before you open the Door to Creation. 


Mog, positioned to the left of the Door to Creation, offers a small 
selection of staple Recovery Items at their standard prices. You can also 
use the Synthesize Abilities option to take advantage of all the features 
you would expect of a standard Sorcery Shop. Once you have availed 
yourself of his services, you should start on the Four Trials. 


The doors to the northwest, northeast, southwest and southeast of 
the God's Sanctum area all lead ta linear routes where you fight three 
preset battles (and either engage or avoid random monster spawns) 
in order to reach a treasure sphere containing an advanced elemental 
spell. Completing the Four Trials leads to the additional reward of the 
Ultima Weapon and Ultima Shield. There are a few details of note that 
you should know: 


« First things first: you can only have one Trial in progress at once. After 
you commit to opening a door, you either see the challenge through 
to its conclusion, or reload à prior save to try another. However, as 
you can leave and shop with Mog for Recovery Items at any time, or 
farm the uncomplicated Set enemy type for EP, it's actually possible to 
complete all of them with a “brute force” approach. 


Each linear pathway has three potential fixed enemy encounters (one 
per main room) and random monster spawns in the corridors between 
the main rooms. The monsters that spawn are purely optional; your 
only priority is to defeat enemies that block closed doors. 


In the event that you have already eliminated a species appearing in 
a fixed encounter and defeated its Last One earlier in the adventure, 
you obtain a bye, and the right to stroll through that door with a 
satisfied smile. 


. 


After all three mandatory encounters are over. you can reach the end 
of the linear route and open a treasure sphere to acquire an ability. 
After appropriating a reward from the sphere, leap over the nearby 
balcony to return to the main God's Sanctum hub, 


« Complete all Trials, and you can claim the Ultima Weapon and Ultima 
Shield at the center of God's Sanctum. 


Altar of Judgment: 

pocalyptic Vista: Oerba (FFXIII & FFXIII-2) 

« Ability: Chill 

« Fixed Encounter #1: Arcangeli x2 (Bestiary page 163) 
Fixed Encounter #2: Goblin x5 (Bestiary page 175) 

« Fixed Encounter #3: Zomok (Bestiary page 190) 


Altar of Birth: 
« Apocalyptic Vista: Valhalla (FFXI11-2) 


« Ability: Tornado 

© Fixed Encounter #1: Set x2 (Bestiary page 158) 

« Fixed Encounter #2: Goblot x10 (Bestiary page 157) 
« Fixed Encounter #3: Cyclops (Bestiary page 164) 


Altar of Salvation: 


® Apocalyptic Vista: Hanging Edge (FFXIII) 

« Ability: Flare 

« Fixed Encounter #1: Meonekton x2 (Bestiary page 159) 
« Fixed Encounter #2: Gremlin x8 (Bestiary page 172) 
Fixed Encounter #3: Chimera (Bestiary page 166) 


Altar of Atonement: 
® Apocalyptic Vista: Eden (FFXIII) 


Ability: Surge 


« Fixed Encounter #1: Sugriva x1, Neela x3 and Wendigo x3 (Bestiary 
page 177 & 187) 


« Fixed Encounter #2: Ectopudding x2 (Bestiary page 184) 
« Fixed Encounter #3: Earth Eater (Bestiary page 198) 


Before you even approach the Door to Creation leading to the 
final battle. a few words to the wise. The monsters exclusive to 
the Final Day — the Sugriva, Neela and Wendigo that all belong to the 
same taxonomy (with a single Last One for all three), the Arcangeli, and 
the Chimera — must be eliminated, and their Last Ones slain, in order to 
complete the (otherwise impossible) “Last One Standing” side quest on 
a New Game+ playthrough. 


When you are ready to continue, consult page 218 of the Bestiary for 
guidance on your battle strategy and setup. Though the final boss battle 
tends to start promisingly, it can become incomprehensibly difficult 
when you reach its fourth stage without appropriate preparation and 
strategies. For gifted players, this can be a demanding (and frustrating) 
twenty-minute grind. With the same players granted the advantage of 
insider knowledge, the confrontation can become much shorter and less 
complicated — and, with practice, last no more than a few minutes. 


The final boss has three potential item drops, but the most attractive of 
these — the Double Deity, a double-bladed weapon (see page 229) — has 
a mere 5% drop rate. If you want this reward, you will need to equip the 
Beggar's Beads accessory into your Schemata build and ensure that you 
make a separate save to try again in the (very likely) event of failure. 


Completing the story for the first time unlocks the New Game+ game mode 
and the Hard difficulty level, plus a whole new level of potential ability 
and (entirely new) equipment upgrades, Consult the Extras chapter (see 
page 314) to weigh up your options for à second playthrough. 


You may have seen the storyline to its conclusion, but until you have. 
stood at the threshold to the Door of Creation on Hard and thought… 


“This shouldn't take any more than five minutes!” 


„then you really haven't finished the game vet. 


® MAIN QUESTS 


® THEFINAL DAY 
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fol Mrs sid met ward gedernlijserved se 

entremets, diverting mouthfuls subordinate to the central storyline meal, your success in Lightning 
__Returns is actually determined by how you consume its vast range of secondary objectives. Not only 
— do side quests contribute more attribute boosts in total than main quests and Canvas of Prayers 
quests combined, your progress in these tasks can enable Lightning to unlock one additional day 
rk ge oh ng neen 
Though your progress in main Be hs be drives the story forward in more direct and 
appreciable ways, you will spend the vast majority of your time in Nova Chrysalia solving problems 
and granting wishes for surviving residents in the four regions af this dying world. The purpose of 
g_ this chapter is to document all of these unique storylines, from their basic requirements to final 

fewards, which we have arranged in the order that might expect to encounter them. 

Fr 
can certainly use this on its own äs 3 source of occasional reference, should you wish, 
but we would strongly suggest that first-time players consult the companion Walkthrough chapter 
to learn how to judiciously group specific tasks, obtain advance warning to avoid failing quests with 
time or condition constraints, and cut on needless travel time. 
Allia 
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LUXERION 


SIDE QUEST OVERVIEW 


DIFFICUUIY 


Whither Faith Ade | From 21-0010 2345 on Day 1 only go | 6 | & | Bo0 | Scholars Glasses 
| ij Ì i 
| 
dgn kt ge From 21-00 10 05:00 on Day 1 only os | bl en nd 
h After main quest chapter 1-2, from 
The Thing She'slost Ak 5 0010 500 ons ring | - 3 | 100 | Carbuncle Figurine 
Soul Seeds se ve Afvor main quest chapter 1:2 on Day 1 | ol 2 | & {400 ( Black Tattoo | 5 | 
! ! | 
Bom from Chaos Ke AH | After main quest chapter 1-2onDay1 | 120 | 12 | 10 | 6000 | Brigands Tricomo Pendragon (@) 
í 
After main quest chapter 1-2on Day 1, Í | 
Stuck in a Gem XA andtom500to0t0doneveryday | 80 | - | 12 | 1,500 | Black CatEars - 
thereafter | 
Dying Wish hekken een ef ole) 4 Tonberys Lantern 
| Ì [ 
Suspicious Spheres |A A Erintmeentetoasd | gl) 4 2 00 Mere Miche 5 | 
id | 
Faster Than From Day 2, between the hours of 
Lightning KAK | 00 ond 1500 | 20 | & | - | zoo |eolsmedat 
| 
Treasured Ball % Ae te | From 10:00 vo 20:00 daily Ji NEN ez 100 | Salvage Pilots Badge « 
a Complete main quest chapter 14 | 
Buried Passion KKK | arcaden itn aa 1D go | & | 4 | 1,300 | Blackrimmed Glasses ie 
herten 
Complete main quest chapter 1-4; | 
Like Clockwork YH availabiebetweenthehousof0800 | B | & | B | 1200 | Brass Gear - | 
and 18:00 thereafter | 
” Complete main quest chapter 1-5, 
aad HAR | maittieterweengranendaeco | D| * | 8 | 150 Etc Staden 
Complete main quest chapter 1-5; pe irl 
WAA | alie ram 2200100800 sd KN ed bie Entrance Key (53) 
| 
Complete main quest chapter 1-5, 
Too Arid Reeder | HAK | ooiadie ram 05000 2300 DE) 4 |, 000 On 
fi 
Vegro Cried | ej | Coma main que chapter 1-5 0) 2 4 | 500 | orherfeksc | 5 | 
' ij 
Beleen tromthe | hr | Complete main gest chapter 1-5 0e 400 | Halo 


Keer Amy Oker | pf | Compiee main gust chpter 1-5 120 | 10 | 12 | 3200 | Cystal Rose, Rad Bow Tie nand 


The Angel'sTears __ Ár\ yr | Between 15,00 and 21:00 80 | 4 8 | 2400 | Coystal Tear | 


TosavetheSinless | kk |A soosnoPandohedeumaldaing | ‚20 | 2 10 | aso : man | 


KA %& WHITHER FAITH 
veaemoan 
From 21:00 to 2345 0 B&U 5 | * This is the opening quest on Day 1, and Is covered in the Main Quests chapter (see page 71). Though unfikely failing to 


on Day | ony Nc ‘ccumulate and deliver a sufficient number of clues and witness statements to the Inquisitor before 2345 will cause 
Lightning to fail the quest and forgo its rewards, 
(BB scholars Glasses 


XA WHERE ARE YOU, HOLMES? 


A 


y 


From 21-00 to 06:00 
on Day ! only 


Railworkers Cap, 
Railworker's Beret 


Kk THE THING SHE'S LOST 


Complete chapter 1.2 
ofthe main guest. 
from 21:00 to 06.00 on 
subsequent days 


X%*% SOUL SEEDS 


After main guast 
chapter 1-2 on Day 1 


NORTH STATION PLAZA 


Walkthrough 
« Talk to Thorton at the entrance of the North Station, then speak to 
Holmes on the west side of the plaza outside North Station. 


« Lead Holmes to Thorton inside the station, then interact with the latter. 
Completing this quest while “Whither Faith” is active will automatically 
conuibute à valuable witness statement to the ongoing investigation, so 
you should complete it as soon as Thorton appears. 


NORTH STATION PLAZA & OLD TOWN 


Walkthrough 

« Speak to Dolce: she's the lite giro the right of the entrance to North 
Station. On Day 1, she will nat appear until you have completed chapter 
1-Zof Luxerion's main quest. 


Dolce has lost à Green Carbuncle Doll, which she believes to have been 
‘consumed by the Chaos. This can be found in Old Town, a district located 
to the southeast. Collect it from the boxes found in front of the Forge, 
then return to her to collect your reward. 


« As a point of interest, you can find a Red Carbuncie Doll by the south 
wal of the Ian outside North Station. Collecting and defivering this 
plush toy to Dolce instead of the Green Carbuncie Doi will cause her 
w become hysterical, leading to the failure of the quest and loss af all 
potential rewards. 


ARCADE 


Walkthrough 

Speak to Baird in the Arcade district \you will see him standing by a 
pillar to your right when you arrive trom tha Residences). and you will be 
given the option to purchase a Seedhunter Membership Card for 2,000 
gil. Though this may seem expensive early in the story, you will almost 
Immediately recoup most of the balance of this payment on completion 
of the quest 


« The second stage of this quest is to obtain at least one Saul Seed, 
which requires that you enter a Chaos Infusion (see page 313). These 
bubbles of Chaas appear throughout Nova Chrysalia, and there will be 
one directly to the south of Baird í you complete this quest on Day 1 
Enter its boundaries, read the tutorial, defeat the monster. collect he 
Soul Seeds from the foor afterwards, then retum to Baird to sell them, 


RETVENS. 
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KX % BORN FROM CHAOS 


After main quest 
chapter 1-2 on Day 1 


%%% DYING WISH 
Availbili | 


From Day 2. between 
the hours of 0600 and 
2200 


WAREHOUSE DISTRICT 


Walkthrough 

« Speak to Solandra in the Warehouse District to begin this quest. If you 
attempt to enter the Warehouse District via the path from the south, 
she will intercept Lightning and after the guest automaticaly If vou 
‘approach from the north, she will be positioned closer to the center of 
the district 


« To complete the quest. you must deteat the Zomok (Bestiary page 190) 
inside the Chaos Infusion ín the corridor that links the Warehouse 
District with the south of the city. This monster is far too powerful 
(especially in is Chaos-augmented form) for Lightning on the opening 
day of the adventure. 


« If yau folow our suggestion to dedicate Day 2 to extensive exploration 
and guest completion in the Wiidlands (Welkttough chapter, page 571, 
vou may just be equipped to deal with thus foe from late that evening. 
and more so with every day that follows. 


« Once the Zomok has been defeated, retum to Solandra (who will be at 
the end of the North-South Corridor where you first encounterad her) 
to deliver the Cursed Dragon Claw and collect recompense for your 
services, 


PILGRIM'S PASSAGE, WARREN & OLD TOWN 


Walkthrough 

» Speak ta Gem: the cat found in the small araa just off the Pilgrim's 
Passage the path that runs from South Station to the Holy District and 
Pilgrim's Causeway 


« You can only complete this quest during the hours that the Warren is 
open (00:00 to 06:00). Go to the Wall of Joy area (in the southeast of 
the Warren — head for the district's General Store) to find Rubrio. He 
can mik up a batch of Starfit Spice, but requires two Niblet Hairballs to 
do so. Hand over the ingredients to obtain the potion. This object sends 
the group of fve cats surrounding Ronan into a frenzy. If one of these 
should make contact with Lightning while she is caring Start Spice, 
the object is lost, and you must return to Rubrio to obtain another dose, 


« Ronan's human body can be found in Old Town. just south of the local 
merchants. Save your progress just as you leave the Waren, move 
clase to tigger à cutscene. then tum tail and fee as the cats approach. 
Moving within very broad proximity of Ronan makes the cats dart out in, 
various directions, so reaching him — and tapping ®/® purposetully 
to complete the quest — is à matter of picking a path through them. An 
almost foolproof method is to immediately backtrack to the entrance to, 
the Warren, climb the ladder on the opposite side of the wall, then jump 
over the cats fram this pasition and sprint to Ronan. Err on the side of 
caution: the colision detection here is heavily weighted in favor of the. 
cats, so you rally need to pay them à wide bert 


LUXERION 


Walkthrough 
Speak to Bhthe on the steps between the Residences and the 
Commercial District between 06.00 and 22.00 to begin. After accepting 
this quest you must obtain three ingredients and deliver them to the 
Chocobo Emporium in the Commercial District during its opening hours 
of 11:00 vo 17,00 


Purchase the Shaolang Gui Shell for 00 gi from Seger in Old Town, just 
over the street from the Forge 


« The Mandragora Root can be purchased for 400 gl, from 1000 to 
1900 from à special store (marked as 2 “Grocer”, just as the adjacent 
permanent merchant is) ‚ust east of the Inn found close to South Station. 


« The Thunderclap Cap is found on the west side of the Warehouse 
District It is a glowing blue fungus that you can collect by interacting 
whit 


« Head to the Chocobo Emporium at any point during (ts designated 
‘opening hours and hand over the ingredients to obtain the Spectral Elixir, 
then take it to Blythe to complete the final objective. 


RTNIND RETVENS- 


XX sUSPICIOUS SPHERES LUXERION (WEST) 


Ms” Walkthrough 
« Speak to Vigil in the Residences area to begin, and retum to him afer NGE 


| nj all three Treasure Spheres have been opened to claim your rewards. 
| 0800 and 17:00 Each sphere contains Libra notes for potential opponents, which 


‘automatically reveal their strengths and weaknesses. 


« The first suspicious sphere is right next to Virgil, and contains the 
“Prophecy of the Future” Libra notes for a forthcoming mejor enemy 
encounter. 


5 ® SIDEQUESTS 
« The second sphere ‘s in the Warehouse District, at the north end of the 


road that runs parallel to the Arcade. It contains the Cathedral Sentry ‚4, 
‘Notes, which provide Libra information for optional combat targets in vi 
Luxerion: the guards that you can fight with by hitting them repeatedly 


« The third sphere is north of the Canvas of Prayers outside South 


Station, and contains the Fanatic Notes, data pertinent to your primary vs 
opponents during Luxerion's main storyline. 


Kok FASTER THAN LIGHTNING LUXERION (NORTH) 


Walkthrough * wxeRIoN 
« Catch up with Lamont (he child running around with a fag attached to 


ores 4 his back) and interact with him to begin the race. YUSNAAN 


j of 10:00 and 15:00 # Lamont will only reveal the location of the finish line once the race 


begins. This is ether North Station, or the north entrance tothe Forsaken 
Graveyard, in the area with a phone booth, Jump over the barriers; 
leading from the Residences to the Commercial District, sprnting for 

the majority ofthe joumey, and you will easily reach either finish line 
before Lamont. A brief performance of the classi Final Fantasy battle 
victory music will play when you come in first place. Wait for him to 
arrive to claim your rewards. 


Rewards 


Kok TREASURED BALL SOUTH STATION PLAZA 
Walkthrough 

| « Speak to Talbot, the young boy north of South Station to learn that he 

| en ate has lost his Rubber Ball. This can be found on a platform almost directly 


above him; leap from the adjacent walkway to reach it. You may even 
pick this tem up (it appears as a standard “shining” colectible) before 
you meet him. 


Rewards 


« Note that Talbot may not be present throughout he specitiedtimeframe: 
this is simply the window where he can appear. Don't worry overmuch 
ifyau miss him, as you are sure to meet up with him and complete this. 
simple quest on one of your many tips to Luxerion 


109 


SIDENCES & OLD TOWN 


Walkthrough 


LUXERION 


Walkthrough 


» There are two clo may cause momentary 
confusion. At North Station after accepting the 
guest, stand well back and look at the clock face 
above the entrance to the station. To check the time 
‘n the Clock Tower area, interact with the board to 
the north, 


KX GET THE GIRL 


WARREN & FORSAKEN GRAVEYARD 


Availability 


Complete main quest | 
chapter 1-5; available 
between 0000 and 
0600 


Rewards 
Oo & 


4 ® 1500 
Exotic Shades 


La 
an, 
_ 


KA THE SAINT'S STONE 


|fonz2o0wosao | 


Paladin (6), 
| Sanice Entrance 
; Key) 


KX THE AVID READER 


| Complete main quest 
| chapter 1-5; available 
| from 05:00 to 2300 


6 
® Dull Grudge Knife | 


Walkthrough 
« Speak with Lackley, who can be found in the Wall of Wealth area in the 
southeast of the Warren, 


« The quest accepted, travel to Yusnaan and visit the Banquet of the Lord, 
Speak to the Maître D', then show him Lackieys Ring when the prompt 
appears 


« Retum to Lackleys position in the Warren and attempt to speak to 
him. After Sails intervention, travel to the east side of the Forsaken 
Graveyard to meet with her. 


CATHEDRAL & WAREHOUSE DISTRICT 


Walkthrough 

« Speak to Aremiah outside the entrance to the Holy District to begin the 
guest, then travel to the northeast comer of the Warehouse District 
to find the required object. When you are at the correct position, 
approach the collection of boxes to trigger an automatic cutscene, then 
smash the boxes and collect the objects on the ground. 


Take the Crystal Shard back to Aremiah to complete the quest. The 
Service Entrance Key enables you to unlock a small door just inside 
Cathedral Plaza. Head to the waypoint inside the Cathedral between 
22:00 and 06:00 to speak to Vanille. 


LUXERION 


Walkthrough 
Speak with Ranulph at his customary table at a café south of the Clock 
Tower area to begin this special quest. 


« The next step is to speak to Mitka in the Commercial District; you can find 
her standing on the north side of the steet, to your right as you approach 
the Residences area. She appears from 05.00 to 01:00 every day. 


After you obtain a lead from Mika, your next destination is the Warren 
to meet with a man in the far southwest of the area, If you enter the 
district from North Station, you will encounter him in front of à shack 
before you reach the ladder leading to the lower areas of the district 
‘Ask him about the journal to obtain a new objective. 


« Stop off at the Banquet of the Lord on your next visit to Yusnaan to 
speak to Eine: show her ReddickSs letter when prompted. After the 
conversation ends, you reach a critical point in the quest. When you are 
asked it you wish to read the joumal, we strongly advise that you select 
“Yes”. This will cause you to fail “The Avid Reader” quest, but enable 
you to unlock the mare rewarding "To Save the Sinless”. You cannot 
complete both guests on single playthrough. 


« If you choose not to read the joumal.retum it to Ranulph to conclude 
tis storyline prematurely and cash out, so to speak, with the less 
nateworthy rewards available for this quest. 


& SIDE QUESTS 


© LKERION, 


%%% THE GIRL WHO CRIED WOLF LUXERION 


Walkthrough 

« This is one of the few quests that you can fail, as it has a very specific 
time limit Fail to complete each step within 24 hours of the previous 
ong, and you will forgo its rewards and Eradia bonus. 


* After you complete chapter 1-5, tha telephone outside North Station e 
well ing constantly until you answer it. Doing so wil commit you to, 
accepting the quest, and set events in motion. Failing to answer tho 
phone at all within 24 hours wall lead to failure, 


After the first conversation with Louise, you must answer the telephone on 
the vast side of the Forsaken Graveyard within the next 24 hours (tha same 
phone booth, il you recall, that featured in main quest chapters 1-2 and 1-3). f 


« Your nad destination is the phone booth next to South Station within 
24 hours of the previous call Following the cutscene that ensues once 
vou answer this, there is nothing more that you can do until the Warren 
opens at midnight 


« Once inside the Warren. Louise s located on the southeast side of the - 
district, a little way east from the General Store. Appraach Louise to 
wâtnass her kidnappers scatter, then speak with her ta end the quest. 


« If you fail to complete any of the above steps in time, you will find a 
rime scene in Old Town on the naxt day. 


LUXERION 


Walkthrough 7 

» After you complete chapter 1-5, certain NPCS in the city will talk about 
ghosts if you speak to them, which will automatically trigger the quest. 
However, to advance to the next stage you must speak to all four ofthe 
Citizens (three Residents, one Officer) that appear on the accompanying 
map between the hours of 05.00 to 18,00. 


« The ghosts can then be encountered in the positions shown on the 
sccompanying map between 00-00 and 0400: one clase to North 
Station, another by the monument on the west side of the Forsaken 
Graveyard, and the third by the north face of the Clock Tower. Speak to r 
each one in tum to hear their stories. 


« The Phantom Rose that you obtain from Myka is required to complete - 
“A Rose by Any Other Name”. 


WARREN ie 


___# Speak to Marsha and Alrick in the Warren (right by the General Store) 
to begin. 


« The, hi doliver the 
ne Teken 
‘can hand it to Aleh. 


KX THE ANGELS TEARS SOUTH STATION PLAZA 
aib | en 
Between 16 Mand « To begin, speak to Luka close to the entrance to the South Station. This 
2100 quest requres that Lightning return to interact with her on a further 
three occasions. each one on a separate day. Lightning must pay a 
nominal sum of gil in an attempt to employ the girf's unique service 
on each occasion, but this is never à huge amount. The highest total 
is on the fourth and final conversation, which costs 1,200 gil. At the 
mn coneieson of ha geest. fa te anda rewerds are given Ling 
Sd 80 S 8 {5 reimbursed all her expenses, n addition to the usual monetary bonus. 
4 2400 ss 
« sio auests 
@ Crystal Tear ® Due to the roquirement w visit Luwerion on multiple days, we suggest g 
you combine your daily visits to Luka with trips to speak to Armand for 
he "Buried Passion” quest 
%%% TO SAVE THE SINLE LUXERION 
Walkthrough ® LUXERION 


« This special quest is only available if you choose to read Ranulph's 


ter joumai after collecting it dring “The Avid Reader” side quest, and then 
dring “The Avid subsequentby retum the book 10 him 
« The quest formally begins after the cutscene that ensues when Lightning 
hands over the joumal. The only lead is a clue that a local reparter might 
be able to help. This ìs none other than Armand, the main subject of 
SJ 10 10 the “Buried Passion” side quest. You mast complete his quest, which 
Sy 12 @ 4500 requires that you visit and interact with him on three separate days. 
5. before you can continue with “To Save the Sinless” 


« Once “Buried Passion” has been completed, visit Luxerion to speak to 
Armand on a subsequent day. He will request a favor, which necessitates. 
the completion of one of two specified quests: “Born from Chaos” in 
Luxerion, or “Fuzzy Search” in the Aryas area of the Wildlands (see page 
123). Once you have wrapped up either one, return to Armand —or speak 
to him immediately f you have already met the requirements 


8 Dark Knight 


« Your naxt task is to speak to Reddick in the Warren (only accessible from 
00:00 to 06:00 After Lightning converses with him, return to Ranulph at. 
the café close to tho Clock Tower at any point between 05:00 and 23:00 
to complete the quest 


SIDE QUEST OVERVIEW 


Family Food KA | From Day 1 
Free Will Ak |romoayt 
ATesting Kek He From Day! 


‚Play It for Me Le A | From 1100 wo 1900 dai 0 
| 1,400 | Oueens Mask 


| Songless Dive Ke Ak | From 11:00 vo 19:00 day 


\sttenTinge | Ark from 2000 | 
5 Í Complete chapter 2-1; 
Moring Adomments HRA nao nod ev do, had 


Fertel) «| lemma | 
Fireworks fora Steal | sk sh vh | During tho events of mein guest chapter22| 80 | 8 | 5 
| 


Eecluse to the events of mein quest 
The Fighting Acvess HAA ata 22 


Death Safari | AA | Complete main quest chapter 2-1 

| | 

Death Game hest | caro Dea Safa” 
Complete main quest chapter 2-3. 

ue Dare, HAA | nabi om 100 0 1858 


Complete main quest chapter 2-3, 
ladiae. katana rennen 

Complete main quest chapter 2-3 and 
\AdoringCandice Kk adang Alarmen ava rom 
| 1900100300 


available from 19:00 00300 
%%% FAMILY FOOD GLUTTON'S. QUARTER 


Í Î = 
Í | Complete main quest chapter 23; 
[Teehams Taboo | KA | 


Walkthrough 

* Speak to the proprietor of Seedy's Restaurant in the southwest of 
the Glutton's Quarter, hen select “Yes” when he offers Lightning a 
doep-ried Niblot Hairbal 


« Your first task after formal accepting the quest is to locate Gordon 
Gourmet. He can be found seated at a tabla in the Banquet of he 
Lord. He requests that Lightning eat at six restaurants in the Gluttons 
Quarter. This roquires à tie expenditure (170 gl per site if you 
prudent choose the cheapest option every time, which you naturally 
should) but the quest rewards wl make up for this initial investment. 


« All six restaurants are marked on the in-game map and on the 
accompanying map. Once you visited them all, ratum to Gordon 
Gourmet. 


« When the conversation ends, travel to the nearby Central Avenue 
to fight the Schrodinger. Take the Civet Musk back ta Gordon, then 
deliver his recipe to Seedy's. Finaly, present the Steak a la Civet to 
Gordon Gourmet to complete the quest. 


KX FREE WILL 


From Day 1 


SO 10 12 
Ss es @ 450 
(@8 Summoners Mask 


JBS Blue Mage 


Walkthrough 
In the Reveler's Quarter just past Fountain Square. speak to the two 
Dwiners to begin this quest. Your first objective is simply to retum to 
them on the following in-game day. at any pot between 06:00 and 
17:59. However, you fail to speak to Diner IL before the end of tat 
period, you wilt fail the quest. 


M you follow the instruction (or is it a command?) Oiviner It will ask 
Lightning to collect three Desert Flames. You can find à “ree” Desert 
Flame in the nearby Underground Route, close to the gate that you 
unlock at the end of main quest chapter 2-1 


Find the Elegant Gentleman opposite the lan close to the entrance to the 
Augur's Quarter then smash the nearby crates to obtain another Desert 
Fame. You can then speak to the NPC and obtain 6,000 gil by handing. 
one of them to him. 


HONTNIND RETVENS. 


« A merchant outside Yusnaan Station, introduced during this section of 
the side guest, wl sel up to three Desert Fiamas for 2.000 gl each. You 
only need two to advance Free Will 


After you deliver the Desert Flames to Diviner U, his final task 
for Lightning ts to hunt the Niblet enomy type to extinction, This 
tequires that you eliminate 120 Niblets in total, plus the Last One of 
their species. Completing the Death Safari side quest accounts for a. 
quarter of this number, and the frequency of their spawns in Luxerion 
and the Wildlands means that mast players with a steady appetite 
tor combat will be close to the total by no more than Day 4. If not, 
don't feel unduly concerned: in the later days of the story, Niblets 
appear in huge groups. 


® smEAUESTS 


%%% A TESTING PROPOSITION SLAUGHTERHOUSE 


Walkthrough 


« This quest is quite langthy. and requires that you 
surrender a Recovery Item slot to complete its 
objectives. 


* Approach Alchemist Voino in her booth to the left of 
the Slaughterhouse entrance to trigger 3 cutscene. 
Altorwards, spaak to her to begin this multipart 
quost,I you do not have a free Recovery Item slat, 
vou will need to sell or discard an item to accept 
hat commission. (This applies to all equivalent 
momants in this quest} 


* Once you have the vial of Nektar, you must keep it 
‘until you fight a battie where Lightning obtains at 
least one status ailment. Be sure that you switch 
to a Schema without an innate resistance to status 
ailments (avord Passion Rouge. tor example) or any 
item or potion that confers status effects such as 
Shall. Once Lightning has succumbed to an ailment. 
open the Pause menu, then select the Nektar from. 
the Recovery Items menu. You can then retum to 
Velno at your convenience to have Lightning report 
her findings. 


Alchemist Veino will create a new potion, Nektar 
Mk IL wich you need to use while Lightning is bet. a Gaunt once again, ensure that Lightning is not equipped with anything that might merease her resistance levels - 
suffering from the Poison status ailment The easiest _ For those playing on Easy Mode, the general reluctance of enemies to use status ailments during the first six days is a. 
way to acquire thi is to take a passive approachto problem. Your best bet is an Earth Eater in the Dead Dunes, as thei °l don't feel so good” attack should have the desired 


combat with a Goblat in the Dead Dunes, though a effect. The only issue is, you then have to defeat them afterwards. The final Wildlands boss is also an option if you have B 
Gorgonopsid's Virulent Breath attack will also suffice yet to conclude the local story. 
on the Normal Difficulty level and above. 


« The last step is to retum to Alchemist Velna and accept her finished potion: Nektar of the Gods. Enter à Slaughterhouse 
Alter a third consultation with Velo, you will battle during its opening hours, then drink the concoctian at any point in the battle. You can then complete the quest by r 
obtain Mirakle Nektar — à potion that you must reporting back to Velno. 
drink while afficted with three or more status 
ailmants. This is a little trickier than it sounds. Your + The Nektar of the Gods ( potion that you obtain as one of your quest rewards triggers Bravery, Faith and Regen (plus 5 
bost bat is to go passive in à fight against a Triffid, a degree of HP restoration) when used, which makes it a quite interesting choice for certain tough battles. You can later 
Meonekton, Gorgonopsid, Gurangatch or, outside retum to Velno (the sole vendor of this item) to buy additional bottles for 1,280 gil apiece, if you wish. 


KAA PLAY IT FOR ME YUSNAAN 


Walkthrough 

« Speak to Morris on the slope that leads to the Champion's Quarter, 
close to the Cactuar Stawe, to begin this short collection quest, You é 
wall obtain the Musical Sphere Treasure Key, which will enable you 
to open the three locked Treasure Spheros that you may have already 
‘encountered while exploring Yusnaan. Each of the musical spheres plays 
à distinct and, for those familiar with previous episodes in the trilogy, 
instantly recognizable) tune that gets louder with proximity. 


| From 11:00 to 1900 
daily 


« Nostalgic Score: Refrain  atthe rop of a ladder short walk to tha east } 
of he Cactwar Statue look on the south side af the street. 


» The sphere containing Nostalgic Score: Coda is hidden behind crates in 
à small alcove to the west of the entrance to Yusnaan Station. 


« Nostalgic Score: Chorus is found on the south side of the fenced 
enclosure just outside the Slaughterhouse. Ld 


« Ratum all three Nostalgic Score items to Morris to complete the quest. 


HEATNIND RETUENS- 


KA SONGLESS DIVA REVELER'S QUARTER & LOWER CITY 


Walkthrough 

« Speak to Olga on the stage at Fountain Square. After you accept the 
quest, chase after a man in a mask just to the north of the stage. If you 
are quick, you can Interact with him within seconds. This ìs Berdy. Olga's 
songsmh and lover. 


Availability 
| Fram 11:00 t0 1800 


deily 


80 8 
6 1400 
Queen's Mask 


« After Berdy enplains his predicament, you must recover his songs — or. 
more specifically, the Music Satchel — rom large group of Gremlins 
in the Lower City area. These can be found close to the waterfront to 
the east. If you have explored that area, you may have already fought 
them and acquired the necessary tem. Deliver it to Berdy to complete 
the guest 


» Should you hunt Gremlins to extinction before fighting the group on the 
beach, you can find the Music Satchel in the south of the Lower City, 

== close to the entrance of the Warehouse District. 

« Finishing this quest has a minor secondary effect. While all other 
Rantors and Personal Guards throughout Yusnaan wil attack Lightring 
until you complete main quest chapter 23, the group in front of the 
stage wall leave her alone unless provoked. 


8 
e- 


%*% % STOLEN THINGS REVELER'S QUARTER & CENTRAL AVENUE 
From 12,00 to 04:00 
daily | 


Walkthrough 

« When you reach the Reveler's Quarter, look out for a young boy following 
Lightning — he's usually situated a short walk to the southwest of 
Fountain Square. Stand stil, and allow him to approach her. When he 
steals from Lightning, give chase until you gain the ability vo interact 
with him and reclaim what was taken. 


« To formally begin the quest, you can now speak to Gregory on Central 
Avenue [between 12:00 and 04:00) to obtain the Father's Leter. Retum 
to Pickett and wait until he steals once again. Run after him, then 
imeract with the boy when the usual conversation icon appears. 


« Head back to Gregory on Central Avenue to end the quest. 


AUGUR'S QUARTER & REVELER'S QUARTER 


Walkthrough 

The location of Candice, the quest vendor, varies in accordance Wilh 
vour progress in the main storyline During 2-1, she is found on the west 
side of the State of God in the Augur's Quarter. After you complete 
22, she instead appears in the Reveler's Quarter to the north, close to, 
the Inn. 


* Your progress in this minor side quest is determined by how many 
Adornments you have collected. You usually obtain one per side quest, 
and often two per Canvas quest; you can also purchase them from 
stores. If you have been following the suggested progression in the 
Walkthrough chapter, you may even have all required Adormments by 
the time you begin. After agreeing to help Candice, you can advance this 
side story by talking to her when you have 10, 30 and 55 or more total 
Adomments in your inventory. When Candice presents Lightning with 
her third selection of chosen Adornments, the quest ends. 


* YUSNAAN 


HIE WILDLAND: 


JE lar 
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KX FIREWOR 


During main guest 5 
chapter 2-2 only 
benween he hours of 


a 
1900 and 00-00 / 


. 
MO“ ukee f 
NK 2e 
GO Ceremonial 
Headdress 


IN A BOTTLE 


During the events of 


main guest chapter 22 Kale 


Walkthrough 

« This quest is only available until midnight once you accept the task 
to collect freworks from the four Pyrotechnicians. Speak to the Drunk 
Pyratechnician in charge of the rockets on Central Avenue. This quest 
can only be completed on the evening when it is accepted, with an 
absolute deadiine of 01:00. Neglecting to defiver the specified item will 
lead you to permanentìy fa the quest 


« To obtain the specified tpple, speak to zhe Maître Dat Banquet of the 
Lord and pay the required 1.000 gil fee. Take the Bacchus's Brew back to 
the Drunk Pyrotechnician to obtain his fireworks and your quest rewards. 


Walkthrough 
« Funiculs can be found in the southwest af the Glutton's Quarter. Accept 
his quest, then travel along the Raad to War until you reach a Skata'ne. 
Defeat this beast 0 obtain fve Fireworks in the post-bartie rewards. 
| 
{ « Though you can choose to do Funicula à grave disservice and take these 
Fireworks back to the Augu's Quarter, there's absolutely no benefit to, 


| that approach. Instead, speak to Funicula and dutifully retum them. You 
bd 


can now follow him to his store (a very short walk to the north) and 
converse with him again to claim not only your quest rewards, but seven 
Frrewoeks as well 


« In the (slightiy inconceivable) event that you opt to have Lightning 
abscond with Funicula's rockets, his dream of opening his store will 
be frustated. and you may encounter him as a pickpocket. during 
subseqvent visits to the area. 


Kk THE FIGHTING ACTRESS 


Availability 


Eaclusive to he Li 6 hd 
evants of main quest S 6 p 1,500 
mame 27 (@ rou of Splendor 


| Midnight Mauve (98), Crystal Medal, Silvered Medal, 
Bronzed Medal (®) 


} KX DEATH SAFARI 


Complote main quest 
chapter 2.1 


Sy s © 120 

(89 Dork Devi Ears. 
Dazling Devil Ears, 
Pure Angel Ears, 
Cautious Devil Ears 


(& doom Game Teken 


4 
El & 
a 

KX DEATH GAME 


Walkthrough 
Though categorized as a side quest. thes is actually à mandatory step in 
main quest chapter 2-2. Complsting it is a simple matter of finishing the 
three-bout tournament at the Slaughterhouse that follows the firework 
vollection task (see page 77) 


INDUSTRIAL AREA 


Walkthrough 


Speak to the Suspicious Gatekoeper outside the entrance to the 
Industrial Area to begin this combat-oriented guest 


Your task is to defeat thirty Niets. acquiring a Nibiet-Deteater Emblem 
for each one killed. Incidentally, this helps you to make progress with 
an objective for the Free Will side quest. You could also combine your 
Niblet hunt with  retuen to the Supply Line ta collect the Jade Hair 
Comb (and it you missed it earlier, the Pocket Watch) for the “Time 
Doesn't Heal” Canvas quest 


Niets can appear in huge groups (up to ten at oncel in these bates, 
so having Fre elemental spells (particular Fres. Fra and Firagal on 
each Schema is a smart stop. 


Once you have collected all thirty Niblet-Deteater Emblems, the 
Suspicious Gatekeeper will announce this fact over à public address 
system. Return to the entrance and speak to him to claim your rewards. 


In the event that you have exterminsted al Niblets prior to accepting this. 
quest, you will find the required emblems just inside the Industrial Area 


WAREHOUSE DISTRICT 


Walkthrough 

On completion of Death Safari, you can speak to Biggs outside the 
Warehouse District and hend over the Death Game Ticket to begin this 
quest at any time. 


Aher you begi Death Game. Lightning is locked inside the Warehouse 
Diswict. and is challenged to defeat thirty unique enemies within 2 four- 
hour period, which you can naturally extend with Chronostasis. Every 
batte takes place within a Chaos Infusion, which increases the challenge 
bur also the rewards foreach fight. You can only use what you take in so 
there is no opportunity to replenish Recovery tems. You either obtain all 
thirty Death Game Points in one session. or retreat to the Warehouse 
District exit. where you can abandon the challenge immediately by 
intoracting with the control panel. Though you can retum to ty agaìn at 
will within the alotted hours, you lose all Death Game Points whenever 
vou leave, and must start your new session from 0 points 


Most of the enemies encountered in the Warehouse District are very 
low-level (Gremlins, Niblets, and Anubys). This is more a challenge 
of endurance than ski though tho plantiful supply of EP that you will 
acquire means that you can use Ouraga on demand and stil maintain 
near-perpetual Chronostasis. 


The beauty of this quest is that you can keep playing # even after the Niblet 
and Gremlin species are extinct. By exploring Chvanastasis to extend time 
almost indafinitely. you can fight an endless stream of the (imexhaustible) 
Anubys enamy ype. With a reasonably powertul Lighting and a stock 
toutine, you can deteat these opponents with great ease. The rewards for 
each fight aren't outstanding, but they soon stack up, evan on early days. 
Each Death Herald weapon (a fairy common drop from the Anubys in a Chaos 
Infusion) sells for 1,250 gil. And basic gil rewards? These are dependent on 
your current day, but wall add up to à minimum of 300 gì per fight. Heawy 
Slash Ly. 1 also commands a baseline price of BD gì per unit (doute that 
for variants with auto-abiitiesl. whwch naturally increases once the Arubys 
drops superior Ly. 2 and Ly 3 versions towards the end of the story 


At very least, the Death Game is a convenient way to completely fill our 
EP gauge before you finish al quests in the Yusnaan region. As lang as 
vou always leave before you reach 0 kil, you can repeat the procedure 
as many times as you like. 


Once you complete Death Game, the opportunity to exploit its unique 
format is ost until a subsequent playthrough. For more advice on using 
this special farming opportunity (and similar techniques, see page 296 
ofthe Strategy & Analysis chapter 


® SIDE QUESTS 


© YUSNAAN 
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follow you wall al the quest 


Kekke rr FOREVE 
Complete mainguest | KÀ 80 10 


chapter 23, ava SY s © 10 
from1100100300 | B oo 


Walkthrough 

« Speak w Primrose at the bottom of the steps that 
lead to the Augur's Quarter to begin this quest. To 
complete it, interact with the six Chocobo chicks at 
the positions marked on the accompanying tap 
Primrose will be waiting in the same location when 
vou are ready to pick up your rewards 


KX ADORING CA 
Ee Arilabilig | 


Complete main quost 
chapter 2-3 and 
“Adoring A 
available from 19.00 
to 0300 


ide the Ion just north of the Augur's OL 
o give 


porary. plot-speciic 


ents 


who hours of 1 
buy the adomment on the afternoon after completing chapter 2-3 


OO eo WW 4 

SY se ® 1400 

8 Hear Glasses. 
Onion Knights 
Helm 


then), you can hand it over im when you nex 


unter the 


| NZ as 


, « Speak to Tanbam at the cage outside the Slaughterhouse to begin this 
pe am at the cage outside the Sla je to beg 

omplete main guest 

ndsehtehknbree \ jen Snow to unlock 


ergen ie shar. combat-oriented quest. As you will have be: 
apres \c this challenge. dont balk at accepting Tanbam's appeal for Lightning 
from 1900 to 03 5 

an ee) hanize his dread creation, Desmond (Bestiary page 205} it's 


an augmented Desdemona. with moderately skmilar behavior 


EEE and weaknesses. The principal differences are its immunity to many 


ailments. à propensity 
CJ 140 EY B 


Sy 12 @ «20 £ d é ps or 


and vo enhance 


avior 
GB Nickel Gear andan 


sj as the Battleaxe of the Believer). 


© Crystal Medal © Tre heule Is set ú ” 
you stil have the optio 
combat commences. Once Desmond is closer to dust than der 


B gvestends 


the 


THE WILDLAND 


SIDE QUEST OVERVIEW 


Poace and Quiet, Kupo 


Where Are You, Moogle? 


Fuzzy Search 


Saving an Angel 


A Father's Request 


The Old Man a 


The Right Stuff 


The Hunter’s Challenge 


Chocobo Cheer 


A Final Cure 


Mother and Daughter 


Dog, Doctor, and Assistant 


A Taste of the Past 


Omega Point 


Morcy of a Goddess 


Round Em Up 


Matchmal 


The Grail of Valhalla 


Killing Time 


Land of Our Forebears 


To Live in Chaos 


| The Secret Lives of Sheep 


Kk ú | Between 19:00 and 07:00 


Complete the “Peace and Quiet, Kupo” side 
katatad quest; between the hours of 19:00 and 07:00 


ete de | From Day 2 onwards, between 06-00 and 18:00 


hk | Complete main quest chapter 3-1 


Begin "Saving an Angel” and feed Sarala's 
jop jg | Grei Grens to the Chaco, or restore the 
Chocobo to riding health; Sarala is present from 
07:00 vo 21:00 
Complete the “A Father's Request” side quost, 
avalable after you harvest your first crop of 
Gysahl Greens from the field at Canopus Farms. 


sk He | Begin “Saving an Angel” 


Complete “The Right Stuff” side quest, 
KAA available between the hours ol 20:00 and 08-00 | 


Kk ke | Complete the “Saving an Angol” side quest 


0 ‘underway, Cardesia 
HA rbe thea E02 


Complete the “Saving an Angel” side guest 
YA | rella appears between the hours of 06-00 
and 22.00 


He ee | Complete the “Saving an Angel” side quest 


Kk | Comite the “Sang an Angel side est 
between the hours af 03 00 and 22:00 


rt | Complete main quest chapter 22 


kkk | Colet he “A Final Cure” side quest and 
speak to Taleb in Poltae 


Complete the “Fuzzy Search” side quest. 
%% % available from 06:00 to 18:00 


Ark | Cormiete the “Dog, Doctor and Assistant” 
and “Round ‘Em Up' side quests 


Lekke | From fist visit to Potae 


ke He | Complete the “Saving an Angel” side quest 


| Complete “The Old Man and the Field” side 
KAK quest; between the hours of 09:00 and 22:00 


ikk | Comet main avest chapter 3, your Choobo 
must be at the maximum healing level 


Complete the “Round Em Up” side quest; 
Ikekaief availabie from 18:00 to 05:59 
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Mog Figurine 


Ng asl et Neg Nask 


Fuzzy Sheep Figurine, 
Canned Sheep Logo 


| White Chocobo Chick. 


Gilish Glasses, 


Yellow-rimmed Glasses 


Chocobo Feather Pin 


‘Golden Insignia 


Golden Flower, Chocobo Chick 


|susious Mastweor 
Toxic Mushroom 


Leopard Tail 


Orange Newsboy Cap 


Ripe Apple, Crystal Apple 


‘Aerial Guards Badge 


Delicious Mushroom 
Cowboy Hat 

Yellow Ribbon 
Crest of Ero 


White Chocobo Figurine 


Pinkrimmed Glasses 


Ogin's Hom 


Cool Glasses 


Moogle Fragment (5), 
Recovery Item Capacity +1 


Fuzzy Sheep Milk (3) 


Mystical Meal (23) 


‘Soldier of Poace (BR) 


lee 


Mystical Meal (23) 


Creamy Sheep Milk (23) 


Gagnrad (Ve) 


HEETNND RETVENS- 


Kk PEACE AND QUIET, KUPO 


MOOGLE VILLAGE 


Walkthrough 

« Though you should ideally have at least one fire-based ability and he 
Passion Rouge garb for its ever-useful ailments. this :s a side quest that 
you should complete at an early stage in the story The rewards include 
an extra Recovery kem slot, which is a welcome boen 


« Interact with the Moogles at the heart of the village during your fist 
visit. After the cinematic ends, the guest begins automatically. You sa, 11° 
must then triumph in three consecutive battles against the Dryad enemy 
variety (Bestiary page 162} to complete the quest. You should then „ spr ursrs 
retum to the start position for a short cutscene, and afterwards speak 
wit Mog. Pursue him when he fees, then interact with him when the „sus 
short chase ends to claim your quest rewards. RANER 


« A few optional steps that will help to save time later, given the restrictions on { 
access to the Moogle Village: speak to Mogella and plant he Vegetable Seed 
that she gives you in the plot ht in ront of her The Sys Greens that grow 
here are reguwed for à Canvas of Prayers quest, so '5 wise to start growing 

a crop in advance. You should also chat weth Moggel by the bee stumps to rav 4 
begin “Where Are You. Moogle” and collect the Crime Mustroom (required). 
for the “A Final Cure” side quest} before you leave tho village. 


The Moogle Fragment acquired as part ofthe quest rewards enables you 
‘to complete main quest chapter 5-4 at a later date gna 


JAGD WOODS 


Walkthrough 
‘Speak to Mogge! by the vee stumps in the Moogle Village to begin. The AE 
three Moogles are located in the positions marked on the accompanyng 


» Monster encounters notwithstanding. you can complete this quest in & rue WILDLANDS 
no more than a few brisk minutes while riding your Chocobo. Start with 
he Moogle to the north of Jagd Woods, then it's almost a straightine 
sprint to the second Maogle in the south, Swing back through Jagd 
Village, and you can complete the circuit wath a tum to Moogie Village 
1 claim your rewards 


ARYAS VILLAGE 


« Approach Dr. Sheep in the large pen to trigger a cutscene. When this 
ends, accept the quest. The three large sheep that you must returm to 
heir pan are marked by orange dots an the mini-map. and are close to 
your starting position, so tracking them down isn't an issue. 


« This quest is easier to complete if you are riding your Chocobo: just 
ride either side of the sheep to stoer them in the required direction, 
remaining clase to drive them to the entsance of the pen. On foot, it 
Just takes a little more time. and you will need to use sword swipes to 
correct their direction of movement 


« When all three sheep have been ratumed to the pen. speak to Dr Sheep 
again to complete the quest. 


KA SAVING AN ANGEL 


Complete main quest 
chapter 3-1 


ES 8 © 120 
@8 White Chocobo 
Chick 


XA A FATHER'S REQUEST 


Begin “Saving an Angel” 
and feed Sala's Gysahl 
Greens to the Chocobo. 
orrestore the Chocobo 
orig health; Sara is 
present fom 07000 2100 


@8 Girlish Glasses 


Complete the “A 
Fathers Request” 
side quest; available 
after you harvest your 
first erop of Gysahl 
Greens rom the feld 
at Canopus Farms 


SN 6 © so 


(@8 Vellow-rimmed 
Glasses 


7 


CANOPUS FARMS 


Walkthrough 

« This side quest begins when you speak ta Dr. Gysahl after his Chocobo 
surgeny is complete. Give the Gysahl Greens to the Chocobo to advance 
the guest. 


« Though you can speak to everyone in the settlement to hear their 
thoughrs, specif individvels have valuable items. The Hunter Chief just 
outside the main settlement entrance will give Lightning à Chocobull 
Sarala, the young woman attending to the nearby farmland, will offer 
Gysahl Greens. The Innkeeper on the east side of the settlement 
provides the gift of Fuzzy Sheep Milk 


« Retum to the Chocobo with these three items, and feed each one to him, 
via the “Give to him” option, 


« To complete “Saving an Angel” you must simply feed the Chocobo with 
an additional healing item to restore it to sufficient health to enable, 
Lightning to ride it. The guickest and most convenient way to achieve 
this is to complete “The Right Stuff” side guest (see right-hand page), 
then retum to feed the Chocobo with the Mystical Meal that you obtain 
as part of ts rewards. 


CANOPUS FARMS & JAGD WOODS 


Walkthrough 
« Converse with Sarala at Canopus Farms to begin the quest, 


« Speak to the Wandering Man at the south end of the path that leads 
vo Jagd Village. He will ask Lightning to obtain Forest Fertilizer from 
positions marked with a spade, Consul the accompanying map to find 
these, 


« Though you actually only need one unit of this special item to advance 
the quest, it makes sense to collect at least four of the available six 
immediately. Forest Fertlizer is required to grow Gysahl Greens in 
special plots that must be prepared with this quest item beforehand. 


« Retum to the Wandering Man with at least one unit of Forest Fertlizer, 
then speak ta Sarala when you return to Canopus Farms. Hand over the. 
Forest Fertlizer when prompted to complete the quest, 


« Speakto Sarala again to unlock the ability to grow Gysahl Greens in four 
plats on her land. These take approximately six in-game hours to grow, 
so it makes sense to plant the maximum four immediately. Sarala wil 
gift you with five Vegetable Seeds to get you started. 


RESEARCH CAMP & CANOPUS FARMS 


Walkthrough 

« You only need to harvest one plot of Gysahl Greens that you have 
planted yourself to trigger this quest, though it makes sense to always 
plant seeds in all four Canopus Farms plots. Gysah Greens are required 
for two Canvas of Prayers quests, and can also be stockpiled to 
restore the Angel of Valhalla to full Stness immediately on subsequent 
playthroughs. 


« Asingle Vegetable Sed is required to advance the quest, so ensure that 
you have one before you visit the Research Camp to continue. Two is 
better, though you should always keep a healthy stock of seeds to plant 
in the seven available plots whenever you visit the Wildlands. 


« Visit the Research Camp and speak to the Stubborn Old Man, then plant 
at least one Vegetable Seed in one of the two available patches. Go 
attend to other pressing concerns and return later — and perhaps even 
on another day, as Tantal Greens take approximately half à day to grow. 


« On your retum, ensure that you have at least one helping of Gysahl 
Greens. Harvest the Tantal Greens and speak to the Stubbomn Old 
Man. After the conversation, you will — at long last! — acquire Quest 
Information for “The Old Man and the Field”, Accept the quest, then 
promptly complete it by giving him the Gysahl Greens. 


HOETMIND ARTUONS- 


KX THE RIGHT STUFF GRASSLANDS 
vanme 
* Speak to the Hunter Hopeful at the southwest entrance to the Jagi 
ria Woods he's ning a Chocobo 
| © Vo Ozi rp fa ince Miia vin, fic 
_ Is commanplace throughout the Grasslands area. In fact, you may have 
the required total on the very first occasion that you converse with 
him. Iso, accept the quest and then immediately speak to the Hunter 
40 2 Hopelul again to conelude it If not patrol until you encounter and defeat 
4 0 the required number of Minilans 
‘Chocobo Feather 
Pin 
B mystical Meal 
et, 
Kn ie 
é 


JAGD VILLAGE 


Walkthrough 

« Visit Jagd Village within the designated hours and speak with the 
Hunter Chief (usually situated just outside the Outfitters). If you already 
have the required items, converse with him on a further two occasions 
to deliver them and complete the quest. If not, you'll need to go hunting. 


* Your first task on accepting the quest is to deliver three helpings of 
Monster Mince, an item with à savory name but a familiar source: the 
Vali (Bestiary page 176) and their more imposing Hanuman cousins 
(Bestiary page 185} At low levels, it makes sense to hunt the Veli 


can use the shortcut in the north of the village to reach Rocky Crag; it 
not, you”Il need to take the long way, through the north of Jagd Woods. 
The Aster Protofiorian is a very technical monster variety. defined by 
(ts signature ability to suddenly shift its elemental resistances and 
weaknesses, While it's certainly possible to defeat them at an early 
stage in Lightning's development, you may find it something of a grind 


THE WILDLANDS 


Walkthrough 

« Speak to Nadia in Jagd Village to begin the quest. You can optionally 
talk with & nearby child called Lyte if you would like to psck up additional 
story dotails in advance, 


« To advance this tale, you must take your Chocobo to a position where 
a Youl's Flower grows. Though 1's suggested that you head to the City 
of Ruins, the long trip isn't necessary: there's actually a Yeul's Flower in 
the very north of the Jagd Waods. Interact with the plant while riding 
vour Chocobo, then speak 1o Nadia when you retum to Jagd Village. 
After you pick up the rewards. chat with Lyla for a postscript to the story. 


* A usetul aside- each Yeul's Flower heals your Chocobo, accelerating (ts 
recovery by significant amount that negates the need to invest time 
and gil in other potential tinctures and techniques. Consult page 83 of 
the Main Quests chapter for more information. 


SIDE QUÊSTS 


NAAN 


© THE WILDLANDS 


125 


A FINAL CURE 


*% 


Once"SwvinganAnger"| K2 50 BP 12 


tsundernay-Cardesia Ay © 1500 
appears berwoente | (BB suspicious 
haul ROZE Mushroom. Toce 
Mustroom 
Walkthrough 


Spook to Cardesia, and sha will request eight piecos 
of Chocoborel (a fungus found throughout the Jagd 
Woods from 06:00 and 18:00 every day and six Stg 
Sweets (an item drop obtained from the Ratflesia 
enemy variety also Indigenous to the same area). 


« Return to Cardosia and select “Yes” when asked if 
you wish to hand over the ingredients 


« | you interact with Cardesia again, you have wo 
options to request that she prepare another Chocotull 
(with the same ingredient regurementsl, or “ask 
about the Crimm Mushroom”. Select the latter topic 
of conversation to wigger the formal start of the quest. 


« Your fmal task is to hand over four additional 
Choeoborel, four Luminous Mushrooms (which 
replace Chocoborel in the exact same growing 
positions between the hours of 18:00 and 06-00), 
and a single Crimm Mushroom (most easy obraired 
from the Moogle Village between 19:00 and 07:00} 


« Once you have he ingredients, speak to Cardesia 
and select “Hand over he requested items” to end 
the quest. 


S STATION & RESEARCH CAMP 


) DAUGHTER WILDL 


KX MOTHER A 
enn | 


Complete the “Saving 
an Angel” side 

quest: Brella appears. 
between tho hours of 
06:00 and 22:00 


ai an 


(«] 
N s © 12 
BS Leopard Tai 


Walkthrough 

« Speak to Brella outside the Monorail Station to leam that she has lost 
her beloved dog, Clove. To retum Clove to her. you must complate a 
related quest in the Research Camp in the southeast of Eremite Plains 
soe "Dog, Doctor and Assistant” 


« Once Clove has been restored to full health on completion of “Dog, 
Doctor and Assistant”, return to Brela to reunite the pel” 


HGHTNING AETUANS 


ETD mam 
N 


k to Thirteen ar 
ng 


an Angel” side quest 


Camp to begin this q 
g Blossom xd, Mc 


Complete the °S 


will give U 
to her again for an update on the dog's condition. After this 
to Tilda at any time to haw 
same ingrudionts, and a lee of 200 gi 


er Animal P 


jr concoct an 


/ © sine ou 

BB Orange Newstoy bin e r î n eas 

G « To complete the quest. speak to Thirteen lr, more precisely. Claudia) 

Cop N 

t Canopus Farms. 
& Animal Potion at Canopus Fa 
De] ’ 

Completetho"Saving | GÒ Bo GU 6 
nAngel"sidegvest | Sy 2 W@ 1200 
between the hoursof |_ BB ripe Apple Crystal mi: 
0900 and 22 Aople ad > 


Walkthrough 

« Though you can accept this quest from the Chef 
Aryas in Aryas Village on completion of “Saving 
an Angel”, you cannot actually collect the required 
ingredients until your Chocobo sheds his bandage: 
and is capable of gliding 


« Only ordering the Legendary Recipe (featuring Rocky 
Crag Moles and Aryas Apples} will enable you to 
finish the quest. Tha altemativo recipo, made with 
three helpings of Vibrant Ocze and six Moonsoul 
Blooms, is used to obtain a Mystical Meal 


« Once you have the required ingredients (Aryas 
Apple x2, Rocky Crag Mole 2) for the Legendary 
Recipe, hand them over to complete the quest. 


METEN ee 
Complete main quost | _* Once your Chocobo casts it bandages aside and reg 
epa 22 platform at the Research Camp to begin this short quest 


the ability zo glide for short distances, speak to the Research Leader on the wooden observation 


« After collecting four of the potential ve pieces of data from the locations ilustrated in the accompanying screenshots, return to the Research Loader to 
conclude this particular piece of business. 


OD 0 WW 6 

NN 4 @ 150 

8 Aerial Guard's 
Badge 


The first position requiros two fairly precise glides. Starting on the platform _Another data collection point can be found in the northeast of Eremite 
close to the quest start position, jump and glide to the frst piece of Plains 
wrackage. Toke your time with the second jump and glide. 


© oes cottection point 


A third data collection point is behind the hut in the Crash Site area. Il you 
have yet a do so, go inside and strike up a conversation to initiate the fifth 
main quest (see page 91 


A fourth data collection point situated directly west of the Research 
Camp, 


Hehe weney 


ODDESS AGL AGE & POLTAE 


Walkthrough. 

« Once you have completed the prerequisite quest. travel to Poltae and 
interact with Taleb — he's the man prone on the ground close to the Inn 
to begin the auest 


Completo the “A Final 
Cure” side quest and 
speak to Taleb in 


ed « Travel zo Jagd Village. speak to Cardesia and select the “Hear her story 
option 
a En « You must then wansport the medicine rom Jagd Village to Taleb in Poltae 
4 8 ® 1500 within 45 minutes on the in-game clock. However, Chronostasis halts 
(@8 Delicious this timer entirely. Even without the benefit of freezing time, this is an 
Mushroom ominenty beatable deadline. 


» Interact with Taleb to deliver the medicine and complete the quest 
You can check back with Cardesia at Jagd Vilage fora Inarrative-only) 
postscript to the quest on a later visit. 


HOTNIND RETVENS. 


KX ROUND EM UP ARYAS VILLAGE 


Complete the “Fuzzy 
Search” side quest. 
available from 06:00 
to 1800 


Walkthrough 

© Though "Fuzzy Search” is the trigger that unlocks this quest, “Round ‘Em 
Up” doesnt unlock immediately. In practical terms. you will probably 
fn it easier to complete this during a visit to the Wildlands on a later 
day 


« This works in exactly the same way as “Fuzzy Search”, though you ate 
required to have à mobile Chocobo this time around. Enter Dr. Sheeps 


6 pen to trigger à cutscene, then steer each flock leader back to their 
NX 1200 home The three groups are marked by orange dots on the main map and 
B cowboy Hat minimap, though you only need to herd the largest of the sheep back „ ne oysrs 
to the pen — the smaller ones are inconseguential. One herd is directly 
8 c s Ww the east of the pen, another to the west (in the natural depression), 
Vrind and the third can be found to the southeast. Once you have corraled al 
= ree, tum to Dr. Sheep to claim à secondary prie of Creamy Sheep 
Milk then find Mille an the east side of the other pen to complete the 
gest 
| | @ rock tender 
KA MATCHMAKER THE WILDLANDS 
Complete the “Dog. 80 6 
Doeto, and Assistant" | KS 5 @) 1500 
and "Round EmUo* |B vellow Ribon 
side quests 
« new 
Walkthrough 


« Speak to Tilda at the Research Camp to begin this 
‘short quest. By he time you accept ft, you may well 
have all quest items — Moonsoul Blooms (x4) picked 
in the evening in most areas, Rocky Crag Moles 2} 
found in their titular habitat, and Green Leather 1x5) 
from the Goblins found throughout Eremite Plains — 
ready and waiting in your inventory 


« With all requisites to hand, speak to Tilda again and 
select “Hand ovar the items” She will then depart 
for AryasVilage, To complete the quest, make a vip 
to that somtlement when you are noxt in the vicinity 
and speak to Dr Shaep 


KX THE GRAIL OF VALHALLA POLTAE 


Aita | amer) 
From est visit to « Speak to Professor Lathom in Polkae: facing the Inn. he's found in the 
Poltae alcove to the right 
« To complete the fist part of this quest, you must enter the Temple 

of the Goddess and interact with two separate plaques to obtain the 

Goddess Glyphs and Chaos Glyphs. Even if you are not ready to take on 

the temgie'sfnal boss, (t's stil possible to raid this crumbling ediice for 
2 10 16 these tems (and, moreover at least half a dozen noteworthy Treasure 
Sy 10 @ 3500 Spheres). We cover the location of all these in the dedicated Temple of a 
(GB Crest of Evo the Goddess walkthrough in the Main Quests chapter (see page 84) 
EE sacred Knight « With bath tems in your possession. retum to speak with Professor É 


Lathom and offer him 2 copy of the ancient glyphs when the prompt 
spears. Yau must now hunt dowm a set of previously undecipherable 
plaques and interact with them to obtain vranslations. The accompanying 
map reveals their position 


« The first plague is at the top of the slope on the east side of Poltae. Professor 
Latham will appear to converse wh Lightning after you interact with it. The d 
rwmaining plagues roquire that you follow the route taken earfier to enter 
the Temple of the Goddess. The second is a short jump and glide from the 
first When prompted to take an item, do so. A third plague is found on the 
opposite side of the street. Once again, pick up the item when the prompt 
appears, Jump over to the ladder that you climbed to reach the Temple of the 
Goddess earlier (where Lightning and her Chocobo part ways}. Climb it then 
tun fight at he end of the short tunnel to find the fourth and final plaque. Ee 


« Once you have exarmined all four plaques, return to Professor Lathom (now 
situated at the top of the slope next to the first plague) ta end the quest 


X%% KILLING TIME 
wave 


Complete the “Saving | GÀ 30 3 « One of the most elementary side quests, this is completed by reaching à main quest waypoint in Poltae during your 
anAngel"sideausst | IV - @ 100 ‘approach to the Temple of the Goddess. You obtain your rewards after the Chocobo touches down close to the ladder where 
= he and Lightning temporarily part ways. & 
(88 Write Chocobo 


Figurine 


es In 


HONTNING,RETUENS. 


KA LAND OF OUR FOREBEARS THE WILDLANDS 


Walkthrough 

« Approach Chef Aryas in Aryas Vilage during his 
opening hours to witness a conversation; after the 
eutscene ends, tho quest begins automaticaly 


* Though this is marked as a three-star quest, 
completing it is simply a matter of hiking to the 
Research Camp and Canopus Farms to speak to 
the Grumpy Qid Man and Sarala respectively, then 
returning to Aryas Village to see this side-story to 
its conclusion, 


%%% TO LIVE IN CHAOS 


» The most reliable trigger for this quest is to either arrive at the Wildlands Station from another locale, or travel there 
within the region and check the Canvas of Prayers. When you leave the station, Brella will inform you of à disturbance at 


Chocobo must be at. | 


| Canopus Farms. 
Are mke |__« Travel to the nearby settlement and approach Dr. Gysahl to formally begin the quest. Before you continue, set up Schemata, 
IS caanas |__suitadle for combat against a Chocobo Eater (Bestiary page 196), Enter the Chaos Infusion and attack the target close to 
the position where the shops are usually found. 

KX THE SECRET LIVES OF SHEEP ARYAS CLIMB 

vamos 
Somplete the “Round « Speak to Cornelia on the slope south of Aryas Village to begin. This 
negen combat-oriented quest involves escorting the Fuzzy Sheep to their 
available from 1800 breeding grounds by defeating all monsters that appear. You should be 
to 05:50 familiar with all species that can spawn in this region, with the Raver 


(Bestiery page 192) the most troublesome of these — but if you can 
beat that enemy without any diffcultes, this quest is latie more than 
a pleasant evening stroll 


« Engage all hostiles as they appear, and the small flock wil eventually 
‘nd their way to the nesting grounds inside the ruins. Interact with one 
of the sheep to collect the Mystery Egg and complete the quest. 
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SIDE QUEST OVERVIEW 


DEAD DUNES 


Tool of the Tra: Keke He | From Dey 1 
Old Rivals hek | From Dart 
Adonis's Audition AAA | From Day 1 
His Wite's Dream rd 

The Life of a Machine KA A | from Day 1 
Last One Standing KA | Homoet 


What Rough Beast Slouches Ykyk yr. trom Day 1 


Skeletons in the Closet complete chapter 4-3 


KX TOOL OF THE TRADE 


From Day 1 


KJ so B 4 
NN 2 © «oo 
88 Retro Scopes 


0 & |__400 | Revo Scopes 
0 4 2 500 Snakeskin Hat hd 
100 | 4 8 | 1,500 | Monoculus Mask 


Kk from Day 1: start the “Old Rivals” side quest 160 6 2 | 100 Gode: 


80 4 4 . Cyber Scanners. 
160 © 18 | 16 12000  homitsCap Bladad Lanca (Vy) 
160 12 16 8,200 | Pro's Beret 


MO 14 12 4500, Pionser's Eyepatch 5 


JMOS'S SANDS 


Walkthrough 


« Speak to Elmer on the balcony inside the caves at Ruffian to acquire this short quest 


« Head north out of Ruffian to reach Atomos's Sands and. when you reach the observation 
platform, head northeast. You should see the tell-tale glimmer and shimmer of the 
collectible directiy ahead after a few steps. 


« he quest rewards when you 
deliver the Loupe may be modes 
but dont see that as a reason to 
neglect this guest: once finished, î Pilgrim's Cra 
you unlock the capacity to speak 


to Elmer to exchange Unappraised 5 Gold Dust | 
Items for rewards (which are found 10 Ether 

Iying on the ground occasionally, 8 

but can also be obtained from bd Platinum Ore 
lizards and by smashing skeletal 50 Turbo Ether 


statues in the underground areas of 
the region). The standard prize is a Medal that can he sold for gl, but you will also receive 
much more valuable prizes when you reach specifie milestones. 


al 


XA *%& OLD RIVALS 


HEHTNINS RETYENS. 


RUFFIAN & GIANT'S SANDBOX 


| 


50 2 
4 500 
Snakeskin Hat 


XXX ADONIS'S AUDITION 


From Day 1 wo es, 
« © ro 
Monoculus Mask! 


KX HIS WIFE'S DREAM 


Rewards 


From Day 1; startte | 
“Old Rivals” quest in 
Ruffian 


« Ramon, the quest giver, is located outside the 
Temple Ruins North Gate, in à rdimentary shelter 
on the southwest side of the entrance. However. 
vou do not need to speak to him to collect the item 
that he seeks. This can be found in the dead end 
to the southwest of Grave of the Colossi, with a 
sandstorm resticting access. Use a Pilgrim's Crux 
at the monument on the left-hand side of the path 
to femove this barrier. The three lacated in the 
overground area are shown on the accompanying 
map — indeed, there's one on the path to the south. 
If you attempt this quest at a later date, without 
a Pilgrim's Crux to hand and no wish to travel far 
to find one, you can purchase one from the Crux 
Hunter in Ruffian after you complete chapter 4-3. 


« On arival in the area, you will encounter a 
large group of Goblats; fight these to acquire 
the necessary item, In the event that you have 
hunted the species to extinction beforehand, the 
Arithmometer can be found close to one of the 
bodies in the enclosed area. 


After you retum to Ramon and the quest ends, you 
can shop with him to obtain Libra information for 
‘the Goblot, Desert Sahagin, Skeleton and Cactuar 
enemy types. You can also retum to Tobias in 
Ruffian to complete “Old Rivals” 


‘Walkthrough 

« Speak to Tobias in his store in Ruffian, and take a cursory look at his 
rather imited supply af wares; he quest begins automaticaly after this 
‘opening conversation ends. 


« After mitating this guest, you need to complete “His Wife's Dream” to, 
enable Tobias's former rival Ramon to get back into business. With that 
accomplished, retum to Tobias to claim your reward. 


in this quest. 


Walkthrough 

» Much like “Whither Faith” in Luxerion, “The Fighting Actress” in Yusnaan and “Saving an Angel” in the Wildlands, "Adonis's 
Audition” is a mandatory main guest task categorized as a side quest. We detail the rewards here to be comprehensive (and 
‘avoid potential confusion). but you can find gurdance for this early task in the Dead Dunes storyline on page 33. You obtain 
your rewards when you return to Ruffian to speak to Adonis after fighting the Gurangatch. 


GIANT'S SANDBOX & GRAVE OF THE COLOSSI 


« As a fringe benefit, Tobiass range of wares is expanded once you turn , 
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KAA THE LIFE OF A MACHINE DEAD DUNES (NORTH) & TEMPLE RUINS (FLOOR 3) 


| From Day 1 
E 4 
4 5 
Oyber Scanners 


« This quest has a time limit of three days once started. However you can choose to collect the reguired items before you speak to Bhakti. 


« Bhakti is located in the Sacred Grove area of the Temple Ruins. You can teach him on foot vra the North Gate. or via Cactuar Statue teleportation to the Sacred Gate destination 
after chapter 4-3 


» You need threa Bhakti's Oil collectibles in total. Here is a list of the various places where they can be found 


« At Tobias's General Store in Ruffian bl) 

« Under the skeletal remains near the Shrine of the Tablet: Grave of the Colossi (x1} 
« At the foot of the Oasis Lighthouse 43) 

« Inside the Shrine of the Tablet: Dry Flaadlands (xt) 

» Inside the Shrine of the Tablet. Atomos's Sands (x1} 


Once you hand over the items, Bhakti will lead Lightning to à nearby door. Interact with this to open it, then examine the skeletal remains in the comer of the room to obtain 
1,200 gil, another unit of Bhakti's Oil and a Pilgrim's Crux. Once the message ends. speak to Bhaktì again to complete the guest. 


Kk LAST ONE STANDING OASIS LIGHTHOUSE 


Walkthrough 

« Speak to Zanford to begin this “ultimate” quest. and dot expect to complete it any time in the 
foreseoable future. Last One Standing is unquestionably the mast difficult and time-consuming of all 
quests; indeed, you can only complete it an à second, New Games playthrough. 


« This quest requires you to defeat every single Last One enemy, bath those available as you travel freely 
in Nova Chysalia, and those excusive ta the events that ocrur during the Fal Day. Thera are two ways | 
to make Last Ones appear. you can either hunt à species to extinction by defeating a fined quantity of 
standard specimens, or you can find them directhy in the Ultimate Lai, à secret dungeon unlocked by 
completing many side quests during the frs 12 days of the adventure see page 65 fr details) The three 
Last Ones exclusive to the Final Day. however. can only be encountered by defeating enough specimens 
of their species before you complete the story. Thay are also the reason why you have to begin a second, 
New Games playthrough before you can complete the quest by tuming tin to Zanford. 


Ven 


HOETNIND AETVENE 


TEMPLE RUINS (FLOOR 4) & GIANT'S SANDBOX 


KAK WHAT ROUGH 
Alin | = 


From Day 1 
2 160 16 
SN 12 ® s20 
r GB Pro's Beret ® SIDE QUESTS 


Û 


r Walkthrough 
« You will encounter Nolan, the quest giver, during your journey trough the Scorched Earth: Upper Level area of the Temple Ruins during chapter 4-4. He requests that Lightning 
locate and defeat the unique Aeronite enemy (Bestiary page 200) and retum the Monster Flesh item drop to him 


« Though itis possible (albeit implausible) to defeat the Aeronite before you encounter Nolan, speaking to him beforehand arms Lightning with a copy of the Study of Despait 
which completes the monsters Libra information. 


« The Aeronite can be found from Day 7 in the Giant's Sandbox his exact location depending on the time af day. Refer to the accompanying map for details. If you Escape the batte, 
the manster will respaw only two hours later, and possibly in a different spot. It will reappear immediately during the 22:00 to 23:59 time window. 


« The quest reward for defeating the Aeronite may seem rather disappointing. considering the battles incredible difficulty. In fact this is probably the game's mast challenging 
enemy of all However. the real reward is the one you get by eliminating the creature: ít drops the Falcon Charm, a head accessory which provides à stunning +70 boost ta ATB 
Recovery. Winning the fight, though, is a challenge that requires very specific preparations, an advanced strategy, and fawless execution. Reter to page 200 of the Bestiary for 
detailed guidance. « THEDEAD 


KH SKELETONS IN THE CLOSET RUFFIAN 

ep Avaiabiig | Walktrough 
Complete chapter 4-3 « After you've completed chapter 4-3. speak to Jamus in Auffian's bar and 
accept the quest. Your goal is simply to defeat BO Skeletons (Bestiary 
page 160). before you drive hem to extinction by slaying their Last One: 

Skeleton 0 

« The Skeletons are common in the Temple Ruins and three Shrines, where. 
OO ro 2 they provide a vital source of EP while completing chapters 4-3 and 4-4. 
E A perk of accepting this mission as soon as it becomes available is that 
ME 1 (S «50 vou can consuît the quest information o see a running total of haw many 


&9 Pioneer's Eyepatch Skeletons remain 


__ CANVAS OF © 
PRAYERS 


‘Unlike main quests and side quests, activities offe 
on the Canvas of Prayers are not a source of Eradia, 
and therefore play no part in extending the duration 
of Lightning’s quest to save souls in Nova Chrysalia. 
However, while the rewards from individual Canvas 
quests may seem negligible, their cumulative effect 
on her prowess (and, for that matter, budget) over. 
course of a playthrough can be quietly profound. 
Wte 

Over the pages that follow, we detail the requirements 
for all Canvas quests, and suggest how — and, perhaps 
most usefully, when — you might satisfy them to claim 
their prizes. Before you continue reading, you should.not 
the following pertinent facts about all activities obtained 
via Chocolina and the Canvas of Prayers, / 


« The majority of Canvas quests require that you hunt / 
monsters to obtain their most common item drop. 
With a handful of possible exceptions, you should 
accumulate all required items over the course of a 
moderately comprehensive playthrough. There is rarely, 
2 need to undertake dedicated farming expeditons. 
‘or embark on foolish escapades where you challenge 

: monsters that you are not vet equipped to fight. If you 

_try not to shy away from enemy encounters (with the 
obvious exception of those you cannot hope to beat), 
you will find that you usually chalk up a selection of / 
Canvas victories on a daily basis, As a rule of thumb, 
you should regard most Canvas quests as eventual 

„bonuses for doing what comes naturally — not principal 


Bee en in heiroum Ae 


EN Caen weetn leopssidh ÁAAT Sie) 
in the “Global” category. serge derij) 
completed in any region) ask you to collect unique objects. 

These are usually contained in treasure spheres, which 
can be located with ease on the poster map provided with 

_ this guide. There are a few that instead appear as glowing, 

_points of interactivity at very specific times on each day, 
For these, we offer more precise directions. —_ ® 


f 


« Though Canvas quests are unlocked at specific 


almost inveriatij belgathiere or discovered sve 
time. You will find many instances where, rather til hd 
being prompted to accept one of these quests, you are 
immediately offered the opportunity to hand over the Pe 


desired objects and complete it. Cc _ 


BESTIARY 
INVENTORY 
STRATEGY& 
ANALYSIS. 


ULTIMA 
WALKTHROUGH 


EXTRAS 


INDEX 


137 


138 


Revenge ls 
Sweet 


Gift of 
Gratitude 


Trapped 


A Song for 
God 


Slay the 
Machine 


r 


LUXERION 


CANVAS QUEST OVERVIEW 


talked 


KAA 


be tefad 


XA 


KAA 


Complete 

“An Evil Savior” 
main quest 
(Day 1) 


Complete 
“An Evil Savior” 


in 


Complete 

“An Evil Savior” 
main quest 
(Day 1) 


Akke |rt 


From Day3 


From Day 3 


Niblet Hairball x6 


The Niblet enemy type (Bestiary page 156) can 
be encountered throughout Luxerion during Day 
1 land an the Pilgrim's Causeway in the days that. 
follow). They also appear in Yusnaan and the 
Wildlands. You will have three Niblet Hairballs. 
in your inventory already after completing the 
Prologue, with many more to follow, so there's 
‚no immediate hurry to complete this quest — just 
tum it in at a later date when you have the 


Liquid Glass isa common item drop acquired from 
Meonektons (Bestiary page 159), a special enemy 
variety that supplants most other monsters 
throughout Nova Chrysalia from the hours of 4,00 
to 6:00. Though you can fight these late on Day 1, 
the battles can be something of a grind with a 
low-level Lightning. Don't feel the need to hury: 
though this Canvas quest is à part-prereguisite 
for another (“Heretics’ Beasts”), this isn't actually 
relevant until you can complete a second Canvas 


Demon Spicules (Bestiary page 161) is also. 
found in the Temple af Ruins beneath the Dead 
Dunes, those encountered in the Forsaken 
Graveyard will present your mast likely source 
of Deman Spicules during the early days ofthe. 
‘story. However, you should note that this area of 
Luxerion is locked until you complete main quest 
chapter 1-3 (see page 71). 


Noonblue 
Butterfly 


Snowy Spirit 
Wings, 
Masquerade 
Mask 


* You also obtain an Ether (as a special roward for completing this quest. 


CANVAS QUEST OVERVIEW (CONTINUED) 


Wnenever vou are exploring the mam areas of « CAwasor 
the city during daylight hours (particuiarty North PRAYERS 
Station, the Wharf of the Faithful close to the 
en (Commercial Oistrct, South Station and the area | Orange Bow 
| Deden HeAk |romooya — [PO or, | souhofthe Clock Tower lokoutforindviduals | 10 | 1 | 1 | 2000 | Te. Crestaf 
monden, marked as “Cleric”. They will ask for donations, Pulse 


af 100 gi, 300 gi, and 1,000 gì… but will also 
gift you with tho Proof of Legendary Titi key item 
when you hand over the coins. 


| vou would lo 1 kil two birds with one stone, 
| | | | complete “Bom from Chaos” see page 108). 
| | | Tis side gestiahves defeauing a Zomok 


* LUXERION 


Grave of Î Blue’ 
aBoumy — AA Fonds  \ StomdragonDoum | be prepared lorthachalengecltacngthemt | 20 | 2 1 | BO (PnGadts | 
| Hunter | Black Emblem 


Owality Machine Oil is dropped by the 
Dreadnaught (Bestiary page 206), an imposing 
targe-scale enemy found in the far north of the 
From Day5 Quality Machine Oil | Forsaken Graveyard. Lightning shouidbemore | 20 | 2 | 1 
than capable of toppling one af these by the time 
the quest becomes available, though it's wise to 
pregare a suitable Schemata setup in advance. 


Blue Propeller, 
Shooting Star 


Chipped Fangs are obtained from the Gorgonopsid 
(Bestiary page 1801. à manster encountered 
| Ere 
on . 
Bevenge Ark fonds | Crooedfang0 |mereaurestwalwosdrecesstamdeticand | zo | 2 | - | so |Beden 
farming in that kmited spam zone. we suggest 
‘that you put tis task aside until you begin to 
freguent he Dead Dures. where the Gorgonopsid 
| (iso mare familie siht 
Complete The requisite (tems are dropped by the Gaunt 
“A Song for God” | Demon (Bestiary page 161) and Zomok (Bestiary page Ladys Brooch 
Enchanted Pd De d and “Graveota | Spicule x10, 190) monster vanetses, which are both found 30 z 4 1,400 | Svawbery 
Brush Bounty Hunter” | Stormdragon wittin Luxenon’s Forsaken Graveyard area N ke Cream 
Canvas quests | Down8 Gaunts are found throughout ts zone. with the 
(Day 5e) Zomok more likely to spawm on the west side. 
Though you may potantialy acquire the raguired | 
Motor Cos during encounters with Gerdes 
Complete (Bestiary page 204) on your regular visits to the 
“Slay the ant merkgne e [=d vl 
Machine” and Chigped Fang xl0. / come by n Lwuaian. Our advice fot Revenge Has Badge. 
NigheParol BRR | revenge as | MotecCousis | Teemstilholds ra orceyoutbegintoemon | AL 4 PZ PT Papa) 
| Teeth” Canvas | the Dead Dunes overgrourd aroas in camast. Badge 
cuests (Day 54) these itams will soon ple up in Lightning | 
| ‚ inventory as you encounter the Gorgonopsid with 
greazer regular. Ì | 
Quality Machine Oil is dropped by the Oreadnought 
Complete (Bestiary page 208). found in the Forsaken 
“Inventive Graveyard Imst commonly in the north of that Warning 
Leke | Seems” err Machine | eres, particular on the short stretch of tho a | 2 ooo |Beoen. 
end “Puppeteers | siggiass sio _ | over tat remains closed until Day 9 Luid | | Gentleman's 
Lament” Canvas | 9 Glass is dropped by Meonektons (Bestiary page Beard 
quests (Day 5e) 159), which replaces all other monsters in all 


exterior areas from 04,00 to 06 00 every moming 


CANVAS QUEST OVERVIEW 


Cocktail 


Unfired 
Firework 


Rebuilding 


|A Dangerous 


Time Doesn't 


Ether Cois are à common drop from the 
Desdemana man-made units (Bestiary page 204) 
that regularly seek to assail Lightning during 
visits to the Industrial Area. They are also 
encountered fairy regularly in the Lower City just 
outside, though they compete with several other 


enemy varieties for spawm rights In that zone. 


| Clear Ooze is secreted by vanquished Flanitors, 

| the strident enemy type that accompany the 

| Personal Guard soldiers that patrol the streets. 
of Yusnaan. Fights agaïnst these opponents 
will be a regular occurrence until you complete 
the main quest for the region. If you somehow 
complete main quest chapter 2-3 without 

\ fighting four Flanitors, it is still possible to fight 

| them in the grounds just outside the Pawon's 

| Palace, 


| This quest is unlocked once you begin the task 
to collect fireworks during the main quest for 
this region. The Chocobo Girs Phone Number 
| can be obtained before or after you accept this. 
| quest. You acquire it by examining a poster 10 
on the wall of an alleyway in the south of the 
\ Reveler's Quarter. Look for bags of refuse that 
| partial block the path, and the poster right 
next to them. 


ing points 
ofinteractity around the fallen statwe in the 
Augur's Quarter and Palace Garden. Consult the 
map on the guide's poste o find them with ease. 


: 
. 


Pk 


CANVAS QUEST OVERVIEW (CONTINUED) 


‘Shattered Bone x3 


From Day 5 


| Shanered Bone 25, 
| Poisonous Sting x10 


‚From Day 


From Day? 


Radial 

Bearing x10. 

Ether Coil x15, 
| Clear Ooze x30 


The Shattered Bone (tem is available from the 
Skats'ne (Bestiary page 181), an enemy that 
freguents the Lower City path between the 
Industrial Area and Warehouse District, but is, 
also a common assailant inside the Patron's 


are easy to acquire during trips to farm EP in 
the Lower City. This becomes necessary while 
‘competing outstanding quests and tying up loose 
| ends in a timely fashion after completing the main 
| auest for Yusnaan, zo there's no need to make a 
| dedicated hunting trip. Similar, the Poisonous 


| The Industrial Area is where Hoplites — and 
| their Radial Bearings — can be found. This 

Í quest is much easier (not to mention quicker) 
} to complete if you wait until later days, when 


‚ Hoplites spawn in large groups. 


Light Bulb, 
Blue Guitar 


| 
| 
| 1300 
| 


| As you should remember from "Spell for Spell”, 
| vou must defeat Hopites (Bestiary page 2021 in 
| the Industrial Avea to coliect Radial Bearings. 
While you are in the wcindty. you can also pick 
up Me required Ether Coils trom he Desdemona 
Enemy (Bestary page 204) that appear in the same Pr 2 5 
habitat. Clear Ooze” This item is dropped by the. Í 
Flanitor (Bestiary page 203), an opponent set to || 
‘automatically attack Lightning in Yusnaan prior to 
| the completion of the main quest for the area, You 
| can stil hunt them in the grounds just outside the 


Í | Patson's Palace after you finish chapter 2-3. | 


* You also obtain an Eter (&Ì)) as a special reward or completing this quest. 
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® YUSNAAN 
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THE WILDLAND 


CANVAS QUEST OVERVIEW 


The Dayring Blossom is à plant that grows all 
over the Grasstands and, less commonly, Aryas 


Heet area between the hours of 06:00 and 17-59. Don't 


stop collecting them once you gather the throe 


| required for this task — they arg also required, in 
| fairly significant quantives, for other quests, 


‘Vibrant Ooze is dropped by the Minifan enemy 
Í (Bestiary page 173). This weak monster variety 
AH | can be found all over the Grasslands. and tends 
‘o appear in groups. Be sure to have a Thunder 


The Racty Crag Mole is found exclusively in 

the Racty Crag area, but you cannot reach the. 
specie locations were they are found until 

| Rocky rag Mole | your Choco capable of glding after chapter 


| Mushroom x2 commanly, Rocky Crag areas from 06-00 0 17:59 

every day. Luminous Mushrooms replace them 
in the exact same positions between the hours 
of 18:00 and 05:59, 


There are three ways to acquire the Mystical 
Meal quest item. The frst is to complete 
“The Right Stuff” (see page 125), a side quest 
activated once ihe Chocobo has been saved and 
is convalescing at Canopus Farms. A second 
€ source is Chef Aryas in Aryas Village, who 
id is available between the hours of 03-00 and 
HAA | eere | MrticalMeal | ZZ0D every dy After you accept hi quest A 
vest (page 123) | Taste of the Past”), he requires six Moonsoul 
Í Blooms and three helpings of Vibrant Ooze 
\ (from Miniflans) to concoct this specialist dish. 


| Altenatively. you can keep the ingredients and | 


| vit rl ou complea “A Tast of he Past”, 


| | guest rewards 


which offers another “Mystical Meal” among its | 


r 
Le 


CANVAS QUEST OVERVIEW (CONTINUED) 


me keker. 


See Bkk nons 


Danger |A A |Fomoars 


Change | AAA (romans 
Eehomsola | Ark | Fam oars 


Goopy Goo x5 


Vegetable Seed x10 


maas 


AMP Chip 


Fe 
Moss 2 

Í 

Í 

| 


To obtain this Canvas quest, you must complete 
the Wildlands side quest chain that begins with 
"A Father's Request” including the process of 
fenizing one plot and planting at least one 

| helping of Gysahl Greens at Canopus Farms), 

| continues with “The Old Man and the Field” and 
| concludes with “Land of Our Forebears”. Goopy 
Goo is relinguished by Trifids(Bestiary page 
185), the flying plants that frequently accompany 
| other (usually weaker) monsters in al areas of 


| the Wilglands. 


To acquire the required Vegetable Seeds, seek 

‘out a specifie wandering Adventuring Essentials 
meschant, who can be found at Canopus Farms 
between the hours af 0800 to 1800, and at the 
Research Camp from 19,00 to 07:00. His store 

| {Plain Essentials”) sos Vegetable Saeds for a 
fairy negligible sum of gil 


The AMP Chip is dropped by the Aster 
Protofiorian (Bestiary page 208), a large-scale 
‘enemy found throughout the Rocky Crag area 
In al ikelihood, you will probably begin to farm 
these adversaries for EP during tips to the 
Wildtands from Day 3 onwards. 


Green Leather is dropped by the Goblin enemy 
type (Bestiary page 175), an opponent most 
frequently encountered on Eremite Plains, but 
also found (albeit much less frequently) in the 
Rocky Crag area, 


10 


10 


Gadot's Red 
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THE WILDLANDS (CONTINUED) 


CANVAS QUEST OVERVIEW (CONTINUED) 


Ek ‘tenzei 


Complete “Sun, WT he 
Flower” and whenever you have encountered them, you 
Two Kk k | Moen | Dayring Blossom 28, ‚ should be able to complete this quest from the 
Together c VOW“ | Moonsoul Bloom 26 | moment t appears. not. worry not: you will 
(Day 3) | easily reach the required totals during visits to 
| the Widans der pater ess 
| | Complete 
“Echoes of a. 
Drum” and A 
Gookort | AAH | ineen 
Belo” Canvas 
quests 


Mela apa ha groups aa pn 
| early days) meeting the Vibrant Ooze requirement 


Wish 
| Camas 
| 
| 
| 
| Complete 
Secrets halafaf ‚Canvas. 
(Day 34) 
You must dafoat a minimum af eight Chocoto 
These dangerous large scale enemies can be 
found on Eremite Plains and, from Day 9, the 
Complete highways linking the Wildlands with the Dead 
et |A ee Dunes and Luverion. We would suggestthat you © 30 
Oelen leave this task until Day 6. This is just before 
Gan ent they and al other monsters) obtain stat boosts 
on Day 7, bata point when à welteauinped 
| Lighting can reasonably expect t defeat them 
with a considarod battle srateay. 


LIGHTNING RETUGNS. 


REWARD 


OIFFICULTY | AVALABIUTY | QUEST ITEMS WALKTHROUGH 


Though itis one of the last Canvas qoests to be Á 
unlocked for he Widlands, this is clear one of 
the easiest Slug Sweets are obtained by deteating 
Gatekeepor's : 4 Medic Guards 
from Day 5 Slug Sweet Raftfles:a enemy asha o 174) 1 
Curiosity * tom Oan Stug the Ratflesia enemy type (Bestary page 174) that 0 1 120 | gedoe 


appears in the Jagd W 
required total, it 
them 


oods. If you are short of the 
take long to acquire 


Whatsina Ah N Pa” | Goey 


Brew? Gatekeeper's | « 


he Sinister Fang is dropped by the Reaver, 

-scale enemy found in the Grasstands and 

Aryas areas. By the time this quest appears, you 

st certainly have mastered the art of. Shoguns 


Brain Over 5 eating these opponents without dificuty, and Mustache. 
Hek From Day? 2 eo 
Brawn hoed wal have regalary clashed with themtotanest _ ® 3 Politicians 
EP in the Wildlands. Indeed, you may have Beard 


already farmed them to extinction in order to 
the noteworthy sword dropped by the Last 
One of this species. 


uture” and d Cie'th Wing 
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CANVAS QUEST OVERVIEW 


Flower in the 
Sands 


if 
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Lucky Charm 


ANew 


For My Child 


ketalad 


betaal 


kelatad 


katalad 


From Day 


From Day 3 


Desert Rose 


| Goblot Hairball 18 


| 


| To obtain a Desert Rose, you must defeat an Earth 
Eater (Bestiary page 138). This high-level monster 
s the most powerful non-unique enemy in the 

| entre game, so you doa have a prayer of beating 
| one during the ear days of your adventure. u 
vou want to obtain a Desert Rose while Lightning 
| is at a relatively earhy stage in her development. 
you wall encounter a stationary Earth Eater in the 
Chamber of Pienilune: Lower Level area dunng the 
events of chapter 4-3 (see page 95) It's possible 
to ambush this beast for the full -25% HP bonus, 
which at least gets the batte off to a great start. 


ike mevr 
The required items are dropped by Goblots 
[Bestiary page 157), a more aggressive and 

| resilent cousin of the Nibiet. These may surprise 
| many players with their ferocity during an early 
| visit to the Dead Dunes. 


| You will encounter smal lizards scampering over 
the sards throughout the Dead Dunes. Strike 
these, and they will drop an object: either an 

| Unappraised Item or a Lizard's Tail 


| if you have a sufficient number of Lizard Tails 

| after finishing "Lucky Charm” on Day 3 or later, 
you can ext tha Canvas interface and then speak 
to Chocolina to accept and complete this quest 
immediately. 


| The Cactuar Doll is dropped by the Cactuar 

| (Bestiary page 179), an opponent who is hard to 
| catch but easy to beat thereafter They can be 
„encountered in most overground areas of the 
Dead Dunes, but are easiest to hunt in the Oasis 


page 178), a unique enemy who is actually 


concealed in the sandstorm that initially seals off | 


the Oasis Lighthouse area. 


2 


You als obtain an Ether os a specia ward lor competing this quest. 
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CANVAS QUEST OVERVIEW (CONTINUED) 


You obtain Dead Manis Teeth by de 


Climbing the 
‚Ranks 


kata lad 


After completing main quest chapter 4-3 (and, 
8 perhaps, making progress with 4-4}, you should 
Climbing the | Aker | “Cimbingthe | Deed Mons have à sufficient quantity of Dead Man's Teeth 


Complete, 


Ranks Il Teeth 20 


Ranks [” to complete this quest directly after turning in 


“Climbing the Ranks” 


hunting the 
| Papieren ereen ded 


Mirach | 
|vintsge Kk |Fomdys |PotShardri0 


| 
| Pot Shards are acquied by 


The Organic Carapace is dropped by the 
Gurangatch large-scale enemy (Bestary page 
184), which is most common in the Giant's 


Heightened | Ashe rrom ay Organic Carapsce | Sendo area. you olow our suggested story 


progression on a first playthrough, Lightning 
‘should be capable of smiting these opponents. 
with contemptuous ease by the time you begin to 
explore the Dead Dunes in earnest. 


Security 


|A coton beers Aenlsoot inb 
| vou should doubtlessly have a sufficient quantity 
| Complete of the first tem. If you took our earlier advice 
The Real “Banned Goods” 
Clie, Ak end "Miracle __\ Pot Shard 5 Pehesemaeget bormdbeastdiod 
Vintage” ‘story-related visit to the depths of the Temple 
| Ruins. you should be able to complete this quest 
| as soon as it appears. 


As the Gurangatch (Bestiary page 194) offers 
a trouble-free supply of EP, you should already 
have the required quantity of the Organic 
Carapace item by the time you accept this 
quest. Hunting Cactuars can be something of 
2 nuisance, especially when you encounter 
them in open spaces. The Oasis Lighthouse 
Camplste area, however, offers not only a steady supply 
Bandits’ New r8 “rorMy Cid” | Orgenie „5, |Of these enemies but also lately close 
san KA and eigene eee es ML | confines that make them much easier to catch 
Security” A word of caution: while there is no great harm 
‘in hunting the Cactuars required to complete 
this Canvas quest, you should note that this 
enemy type offers a sizable gil reward per kill 
As monetary bonuses for combat victories are 
highest in the final days of the story, hunting 
more Cactuars than you need before that 
point will prevent you from enjoying lucrative 
farming opportunities later. 


Pride and kkk ie S \Vellowed uins) are reguired zo complet this second of 
Greed Il En (Suns three “Pride and Greed” quests If you have 
completed main quest chapter 4-4, you should 
_ have enough of these items to complete this 

| quest as soon as it appears. 
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CANVAS QUEST OVERVIEW (CONTINUED) 


Through you should make good progress towards 
the required total while competing chapter 4-4, 
obtaining al 20 Yelowed Skulls may require a later 
tetum to the Temple Runs underground labyrinth 
once the skeletal statues have respaumed. There 
Complete “Pride are always several in the Sacred Grove area. Stattof 
ride and read”, linie f 
Ht EE men ne || | e [unie | 
ju 


Oay3 Scorched Earth area and along the nearby Path ol 
the Oead leading to the Gallery of Creation. Once 
the nearby doar has been unlocked with à Pilgrims 
Crux, the South Gate teleport destination places, 
you in the perfect pasition to make a profitable 
sweep af the area. 


ATreasure 
fora God 


GLOBAL £ 


CANVAS QUEST OVERVIEW 


The Broken Gyroscope is found inside 3 treasure d 
sphere at the Crash Se in he north of remie 
Shoot for the Plains in the Wildtands. However you must Gold Windup E 
(Sky KAA |Fonday2 | BrokenGyoscope | ampere he chapter 32mainmest‘Healingan | 2 | 2 | t |V | kaar | 


Angel” before you can use your Chocobo's gliding 
ability wo reach it 


1 Een 

re an Angel” 

et lela Mal Dst r 
Oncompietonf The Old Fashioned Prato Frame quest itam is 

sen Ee: | ee 
{page 124) ‘m the Wildiands 5 
| complete “A er 
| Man fora ĳ 

i | 

beant de (pek | acta” last 
in 
be 
pen Though it appears as a Carvas quest, this find- + 
ene and-defiver task is actually chapter 5-3, “Wishes | | ; 

Key to Her on a Camvas”. of the Sazh and Daj storyline The onoeobo Gis 

Heart kelalaf Gest (Bloed | eedsGtgestiemistondinateasse | | |! | 1 cp 
aso dier ‘sphere at the start of the highway situated 


southwest of Aryas Village in the Wildiands. 


in the Wildiands 
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GLOBAL CCONTINUED 


CANVAS QUEST. OVERVIEW (CONTINUED) 


Complete the 

Death Safari side 
AA | gestinisaan 
| j {see page 119) | 


Power Booster 


Accept the 
“What Rough 
Beast Slouches” 
side quest in the 
Dead Dunes (see 
page 135) 


Digging 
Mysteries 


AAH 


Golden Scarab 


| 
| Complete 


| main gest 

Ae Ah | chapter 1-5, 
“Hunter in Light 
and Shadow” 


Proof of Courage 


Complete 


bie kkn main quest 
chapter 1-5, 
Behind “Hunter in Light 


| and Shadow” 


Violet Amulet 


| 

| | 

| Complete main _ | Etro's Forbidden 
west chapter 33 | Tome 


Poeta, | Ak 


Proof of Unlocking 
the Light Gate, 
Proof of Unlocking 
tha Green Gate 


Roadworks | 


kh 


From Day 9 


| 

| 

| 

enn: ek oe | From Day a 

| Sand Gate 


Oath of the 
Merchant's Guild, 
Bandit's Bloadseal 


Roadworks UL yeh fr | From Day3 


Facing the steps that lead to the upper raachês_ 
‚of the Industrial Area in Yusnaan, look to the left. 
“to find the required item. It can only be collected. 
‚ between the hours of 11:00 and 16:00, 


The Golden Scarab is found in the Dead Dunes, 
on the Scorched Earth: Upper Level area af the 
Temple Ruins, close to Nolan (who gives the 
“What Rough Beast Slouches” side quest). You 
can only reach it via the ladder in the small room 
to the east of the main chamber on the Scorched. 
Earth: Lower Level area. We offer advice 

on reaching it while completing main guest 
‘objectives in the area on page 96. 


To find the Proof of Courage, you must enter 
| tha fist building of Luxalon s Holy District after 
© midnight Look fr a glowing efect an the foor. 


 aract with tis to obtain the reguied iem. 


The Violet Amulet is found in a treasure sphere 
south of the Cock Tower in Luxerion. You will 
doubtessly collect it ong before this Canvas 
quest becomes available. 


The required book is found in the north of the 


find it. You can collect Euro's Forbidden Tome at 
|'&my point after you reach Potts, 


To complete this guest land unlock the highway 
‘connecting Luxerion and the Wildlands), you need 
0 visit the gates at both ends of the closed road 
Interact wi the blocks positioned at the center of 
both gates, and you can then ratum to the Canvas of 
Prayers to conclude this task. Both sets of shutters 
willbe open when you next eturn to either end of 
the highway Foc more information on the purpase. 
‘and primary function of the three highways, see 
page 64 


Unlike “Radworks I”, yau do not need to 


lolowing our walkthrough 
aapt eri 
to the Green Gate is found in à treasure sphere 
‘south of Aryas Village in the Wildlands, close to 
‚the mins. The Key to the Sand Gate is foundin_ 
the Oasis Lighthouse area 


This works in exactly the same way as 
“Roadworks II”: first find, then deliver the 
‘specified items ta the Canvas to unlock the 
highway (this time, linking Yusnaan and the 
Dead Dunes). The Bandit's Bloodseal is found 
in a treasure sphere inside the Shrine of the 
Tablet in the Grave of the Colossi area of the 
Dead Dunes. The Oath of the Merchant's Guild 
is found in the Underground Route, tunnel 
that leads from the Reveler's Quarter to the 
Warehouse District in Yusnaan 
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BESTIARY \ 
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during your wewels tough Noya. Cheysale. Be sure to read the 
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DATA SHEET STRUCTURE 


All enemy data sheets in this chapter share à standardized format for quick and easy reference. The information they contain includes the basic facts offered by the 
in-game Libra pages, but with many additions and revelations that the game itself does not divulge. The meaning of each cell is detailed on this page. 


Main Attributes: 


« HP: A measure of an enemy's endurance, 
As for several other attributes, we specify 
the default HP for Normal Mode, though 
the actual HP totals can and will vary in 
accordance with your chosen difficulty 
level and current progress (see “Important 
Information” overleaf) 


» Strength: The Strength attribute of the 
enemy —the higher this is, the more damage 
its physical attacks will inflict. 


« Magic: The Magic attribute of the enemy 
= the higher the number, the more damage 
ft can deal when it employs magic attacks. 


» Îtem Drops: The itoms you can obtain 
for defeeting the enemy, with the exact 
percentages and corresponding conditions 
revealed in the Inventory chapter. The more 
advanced items (usually in the fourth and 
fifth slots) can often only be obtained on à 
subsequent New Game+ playthrough, on 
the Hard difficulty level. 


Gil Reward: The amount of gil you receive 
for defeating the enemy on Normal. 


« EP Reward: The amount of EP you receive 
for defeating the enemy on Normal. 


« Habitat: The map areas where the creature 
can be encountered. 


» Extinction: The number of enemies of 
this variety that you must defeat to trigger 
the appearance of the Last One — the final 
specimen before the species goes extinct. 


« Launch: This reveals if a monster can be 
Launched or not. 


« Disruption: This telis you if a monster can 
be interrupted (for example knocked down, 
or knocked back) when the Cut value of 
an ability that you use is higher than the 


creature's Keep value. 


« Keep: The default/idie value of maintenance 
ofthe enemys stance. The higher this is, the 
more difficult it is to interrupt the enemys 
actions. See page 273 for details on this 
system. 


« For certain monsters, some of these 
attributes can vary in accordance with 
events that occur during batties — for 
example, when an opponent is staggered, 
or when they use a specific ability. In these 
instances, you will find the corresponding 
attribute values in a dedicated row. 


SCHRODINGER 
edhedhechedhediedenhendendenksahendendendendend: 


mn mn ee 


Modifiers & Resistances* 


» Damage Types and Modifiers: There 
are multiple possible reactions to every 
type of attack, each corresponding to a 
calculation applied to the base damage. 
Broadly speaking, these are as follows: 


Eil 2 | vaostosoos _ | Enemy has a weakness Perinent attacks nic 120% 10 500% damage 
e g 5 
Ë Emer enden BRE | 
ej 8 |70%to30% __ | Damage is reduced. With a 50% modifier, damage is halved. 
4 =| = nnn: 
E si w2s%  toenys resistant damages ni re \ 
ha 3 los Enemy is immune to damage type, and takes 0 damage NN 
jg 
@ | 100% 10-500% ebr) 
= 200% modifier, an. 


* Status Ailment Resistances: These cells show the resistance of your opponent to ailments. The higher this value, the more attempts will be required 
for your status ailment spell to stick (see page 264 for more details on this system). The meaning of the icons used is as follows: 


STATUS AlLMENTS 


Bn Kn Kn Kn En En 


* For canan monsters, some of ese parammears can vary 1 accordance wa bare wants (such as when staggered) In these instances, you wind addtionaifermatin in a dedicated raw. 


de 


Overview 

« Schrodinger has the ability to heal 
itself with Cura. You can discourage 
this behavior by applying Slow to 
reduce the frequency of its actions 
or Curse to interrupt them. In batties 
where it accompanies other monsters, 
deteat them first — especially at 
lower levels where 

might otherwise act as a tank for fs 
companions. 


\ 


Schemata Preparations 

« Fire- or Wind-elemental spells. 
« Imperil ability 

» Slow or Curse abilities 


SUMMARY 


The parameters in these tables are all linked 
to the concept of staggering. They can vary 
based on the condition of your target. A 
“default” condition is exactly what the word 
suggests: the enemys basic state. Other 
conditions are self-explanatory. 


» Stagger Point: The threshold to reach for 
the creature to be staggered. The Stagger 
Wave acts as a visual stagger counter. 
All offensive abilities with Stagger Power 
(el) contribute to developing the wave 
(their power is added to the counter), and 
ultimately reaching the Stagger Point. 


* Stagger Decay: The amount of points per 
second that are removed from the stagger 
counter. When Stagger Decay occurs, the 

Stagger Wave pulses at a fast pace and 

becomes smaller. 


5 Maximum Wave Preservation: Many 


of your abilities have Stagger Preservation 
values (dÂ, —also referred to as Stagger Time 
in the game), meaning that they temporarily 
halt the Stagger Decay phenomenon. This 
is represented by the fact that the Stagger 
Wave pulses at a slow pace. Maximum 
Wave Preservation goverms how much 
Stagger Preservation you can “stack” 
against each enemy type (and, therefore, 
how long you can keep the wave pulsing at 
a slow pace before it starts to shrink). 


» Wave Preservation Decay: This 
corresponds to the amount by which the 
Wave Preservation value is reduced per 
second. Once this decay has brought the 
Wave Preservation value to 0, the Stagger 
Decay phenomenon resumes. 


» Duration: How long a stagger condition 
lasts, 


» Added Effect: Staagering certain enemies 
can cause them to be automatically 
afflicted by a status ailment. Most 
of these status effects are based on 
traditional ailments, though they appear 
with a hexagonal icon, See page 264 for 
a complete list. 


» Effect Duration: How long the added 
effect lasts 


» Hterative Resistance: The resistance 
(in percentage) applied if you attempt to 
cause further staggers of the same type. 


For example, if you stagger a Schrodinger. 
Which has only one type of stagger, the 
Stagger Power of any attack attempting 
to cause a second stagger after the first 
one ends will be reduced by 20%. If you 
do manage to stagger nevertheless, the 
Stagger Power of any attack attempting 
to stagger a third time will be met by a 
40% resistance. The last number listed 
represents the limit to which this value can 
increase. Therefore, Schrodinger retains a 
40% resistance to Stagger Power for all 
staggers beyond the third. 


» Stagger Modifiers: This reveals the 
multipliers applied to various attack types 
or at specific moments. These multipliers 
can affect either the Stagger Power of 
your attacks, or the Damage you deal. For 
example, all spelis hitting a Schrodinger in 
its default state (when the battle begins) 
have a Stagger Power modifier of xl, 
whereas physical attacks have a modifier 
of x0, meaning that physical blows do 
not contribute to stagger. If you manage 
to stagger the creature, however, any 
further staggering becomes impossible for 
the duration of the stagger. but physical 
attacks suddenly deal three times more 
damage, making them far more powerful 
than spells. 


You cen find a complete presentation of the 
stagger system. with practical examples and 
applications, on page 266 of the Strategy & 
Analysis chapter. 


« Schemata Preparations: 
Recommendations for equipment and 
abilities that offer the most effective 
offensive and defensive options against a 
particular enemy in battle. In certain rare 
instances, we provide a specific Schemata 
setup against the toughest enemies in the 
game. 


* Overview: Presentation of à streamlined 
strategy fora player encountering an enemy 
for the first time or early during an initial 
Normal playthrough. Points of reference 
Include details on enemy behavior, tactics 


Conditional Changes: 


Hefer to these notes to find out about à 
special variation ofthe attribute in question 
When very specific conditions are met. 


to stagger efficiently, and topics such as 
spawn conditions and valuable rewards 
from successtul battles. 


» Power Play & Additional Notes: Further 
discussion of aggressive strategies against 
large-scale enemies and bosses, geared 
toward players who are very familiar with 
the game mechanics, or those who wish to 
achieve a relatively painless victory after 
expanding Lightning's repertoire with more 
powerful abilities, These concepts can and 
should be carried over to harder enemy 
variants, such as Last Ones, to form the 
basis of an efficient, high-scoring strategy. 


Summary: 


For players in  hurry and reluctant to become 
bogged dawn in details, these short recaps 
distil the most pertinent information in each 


data sheet into bite-sized tips. 


€ BESTIARY 


DATA SHEET 
STRUCTURE 


4 ABILITIES TABLES 


For all significant foes (large-scale enemies and bosses), we present information 
on all of their important actions in comprehensively detailed tables. 


Condition: The enemy state in which this attack is available. On occasion, 
the listing includes an additional provision, such as “O”, to indicate that 
parenthetical values apply to à specific version of the enemy. 


Ability Name: The name of the ability 


Type: The abilitys inherent properties corresponding to one or more damage 
Type. Some abilities carry a Special property that renders them capable of 
bypassing any resistance modifiers due to Lightning's equipment or invoked by 
guarding (although the damage can still be mitigated by Guard Defense). If an 
ability has a Special property but is also classified as Physical or Magic, its 
power is still subject to Bravery/Debrave and Faith/Detaith respectively. 


Power: The base damage modifier of the ability as applied to Strength or Magic 
corresponding to its Type. When an attack consists of multiple hits, each hit is 
represented individually. For example, "0.75 +0. 12 x4” would describe an attack 
with an initial blow (with a 0.75 modifier) followed by four blows (with a 0.12 
modifier each) 


Deprotect & Deshell: Almost every enemy in the game is susceptible to these 
status ailments. Therefore, our write-ups assume that you will equip and use 
these abilities in all but the most trivial battles. Occasionally, we will make a 
specific point about one or both of these ailments when one is preferred over 
the other, or when you will likely only have room for one of the two ailments in 
a highly specialized Schemata setup 


Attribute & Parameter Modifiers: The atinbutes and stats offered in our 
enemy sheets correspond to the base values of these parameters on Normal 
and on Day 1. However. depending on your chosen difficulty mode and current 
progress, the game adjusts the values in this section as shown in the following 
tables. Note that gil rewards stack additively across tables, not multiplicatively. 
For example, a Cactuar (5,000 gil default) fought on Day 12 and on Hard Mode 
would drop (5,000 x3} + (5,000 x2} = 25,000 gil. Note that timeline-related 
modifiers do not apply to Cactair. Ereshkigal, Aeronite. or main quest bosses. 
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ve jn: The percentage variation decrease that is randomly applied to the 
ability’s Power. For example, an attack with 1.00 Power and 10% Variation 
means that the final Power of the attack can be anywhere from 0.90 to 1.00. 


Cut: An attack property that, if higher than Lightning's Keep, will interrupt her. 
See page 273 for more details 


Keep: The maintenance value of the ability. This overwrites the enemy's 
default/idie Keep value during the execution of the ability and is affected by 
Vigilance and Curse. If Lightning performs an action that has a higher Cut than 
this value, she will interrupt the ability. See page 273 for more details. 


Evade & Counter: indicates whether or not this ability can be dodged (either 
with the Evade ability or through manual positioning) or countered with the 
Counterblow or Counterspell abilities. 


Added Effect: Details buffs bestowed by the enemy, ailments inflicted upon 
Lightning, or any other special effects. For buffs, the duration in seconds follows 
the listing. For ailments, two numbers follow the listing (for example: 60/30s) 
first, the Accumulation value, and second, the ailment's duration in seconds if 
successfully inficted. See page 264 for details 


IMPORTANT INFORMATION 


Strategy & Analysis: The Bestiary sometimes refers to special tactics or 
abilities, such as using the powerful Jump technique. As these usually require 
specific Schemata setups, we strongly suggest that you familiarize yourself with 
the Strategy & Analysis chapter to leam more about advanced combat concepts. 


ELÁTED MOUIRERS 


PARAMETER 
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For maximum clarity, all enemies in our Bestiary are sorted in the same order as their in-game Bestiary entries. If you are seeking specific monsters as. 


DIRECTORY 


part of a side quest, you can use this to track down those creatures with ease. The classification used is as follows: 


IN-GAME CLASSIFICATION 
SUBTYPE 


ALPHABETICAL UISTING 


Small-Scale Enemy 


ow Villiers — 


[oausBatod | zi 
[Brune | 28 


Chocobo Eater OQ 
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® sesam 


ABILTIES 
TABLES 


IMPORTANT 
INFORMATION 


ENEMY 
DIRECTORY 


CHAOS BEAST 


Schemata Preparations : 
» Fire-elemental spells 


Overview 

« As one of the most basic enemies 
in the game, Niblets should pose 
no real threat to you even in large 
groups. Their most damaging attack, 
Glutton, is very slow and can be 
Perfect Guarded rather easily, Better 
yet, go on the offensive and sling Fire- 
elemental spells to exploit a Niblet's 


NIBLET weakness as soon as you see the 


notification for Glutton. This causes 


ess SocsaoHdEs an instant stagger. k 


ON OK ION IOR IK UK 5 O5 OB OH B OH B B BH 0 Niblets halve physical damage, so 
spells are more effective; in fact, 
they are weak to magic. Later on 
in the game, the Firaga spell can 
immediately blast a group of enemies 
to oblivion 


Last One Note: Niblet Q has normal 


resistance to magic but still halves 
Saogersd 4 7 jg - bonheiden physical damage and is weak to Fire- 


covoiriow __smatn Pam 


Detau za ° El 150 Stmgger Power al amacks (dering Ghron sD0) 


. 


canton ounanon ADD Jr: AGGER MGOMERS 


Condon Changes: Stapper Decay 3 wan saggerod elemental abilities. By the time you 
trigger its appearance, the encounter 
should be little more than a formality 
‘and the enemy will fall easily under a 
barrage of spelis 


SUMMARY 


Use Fire-elemental spells, especially 
Frage against 


eso hesdedhasbendendendednddid 
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cororrent 


Damage: érg Glaton, al atachs al 5. 


cawormon 


Staggered En - - o Noturer aaggerng. Damage: al stacks. 
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Schemata Preparations 

« Passion Rouge garb 

* Star Bracelet or Thorn of Aggression 
arm accessory 

» Wind-elemental and Imperil abilities 


Overview 
«A stronger version of the Niblet, ® BESTIARY 
Goblot is less of a pushover — 
especially if it catches you off guard 
with Belch, which can _potentially 
infict Debrave, Defaith, and Poison. 
The inherent ailment resistance of 
the Passion Rouge garb, as well as 


$,0J9INKROEEEEEDE 8 ® supplemental accessories, will help 


to prevent these effects. 
STANOAN weeer tn nm en nn nn On 


Slow is a useful ailment when 
facing multiple enemies. Use Wind- 
elemental abilities to stagger. A Level 
2 stagger (see page 266) produces a 
temporary Confused effect, which 
can be useful when facing multiple 
enemies at low levels of development 


CoDan 


« Later on in the game, use abilities 
such as Aero Blitz or Aeroga, possibly 
in conjunction with Magnet. to 
damage multiple enemies at once 


» Last One Note: Goblot Q opens 
immediately with Belch; the Satin 
Scrunchie (see Inventory chapter, 
page 232) will preserve your opening 
buffs, which you can use to exploit an 
induced Wind-elemental weakness 
after applying Imperil. Once these 
opening maneuvers have been 
completed, this enemy falls quickly to 


® CHAOS BEASTS 


a sustained assault. 
SUMMARY 
Use Wind-elemenral abilities to stagger; 
induce a weakness with Imperl_to 
increase damage. Guard with Passion 
Rouge against Belch to avoid multiple 


„soo hdeehendesdeendendenddid 
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Schemata Preparations 

« Firewyrm, Watergod, Thunderbird, or Windwalker 
Bracelet arm accessory 

« Imperil and Slow abilities 


Overview 

« The Anubys is incapable of extinction and has no 
Last One. It also has a special spawning condition: 
it supplants all other monsters in the majority of 
exterior areas from 16:00 to 18:00 every day. In the 
field, it is sluggish and easy to evade. Therefore, you 
can plan for this during your travels if vou are eager 
to avoid particular enemy spawns. 


This enemy has no special resistances and unleashes 


ANUBYS 
physical blows that are powerful but very slow — 
® ö 8 ® ® 9 ® 5 | & @ & Ln) ® :] ® ® End, marve telegraptied by ‘stnet Sfiraten 


von teen soon vor wkk mn u xn nn mn wm 2 n u sequences. This makes it an ideal specimen on which 
to practice the timing of Perfect Guards, which have 
the added benefit of inflicting an instant stagger 
against its sweeping attacks. Physical attacks have 
no staggering power when the Anubys is idle. 


When you fight against two at once, the Slow 
ailment drastically reduces the potential for both 
enemies to attack simultaneously or consecutively. 
Imperil induces elemental weaknesses for you to 
Staggerad. “ ‘Uoororected Kal EVA No terber staggerng Damage st stachs 2 exploit in order to expedite the battle. 


. 
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« The Anubys can drop Death Herald, a handy weapon 
in the early stages of the story. 


SUMMARY 
Use Stow to delay its actions, and Imperil to induce elemontal 
To stgger ve magic aracs, physical rtscks on 
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Schemata Preparations 

« Firewyrm, Watergod, Thunderbird, or Windwalker 
Bracelet arm accessory 

* Imperil and Slow abilities 


Overview 

« This enemy is very similar to the Anubys, with only a. 
few noteworthy differences. In the field, it performs 
a quick sideways swipe to initiate combat, which 
may catch unaware players off-guard. This attack is 
also featured in battie and does very little damage. 
On the other hand, its overhead lunge attack is 
rather powerful and should be guarded properly. 


« Physical attacks only contribute to stagger just before 
and after an attack, and magic attacks deal little 
damage to the enemy's default state. The best option 

En mr ne on nnn nn wenn is to power through with physical attacks, especially 

after inflicting Imperil and exploiting its weakness 
with an auto-elemental arm accessory, or Perfect 

Guard the enemys horizontal swipes to stagger, 

making it more susceptible to magic damage. 


« As with the Anubys, Set drops an above-average 
weapon: the Executioner's Axe. 


® Set cannot be hunted to extinction, and has no Last 
One. It can be profitably farmed to replenish EP 
prior to more challenging encounters in the God's 
Sanctum area. 


warom 


boe soep % Unsneted hal m Na herme saggerng Oemage: «1 snachts 12 
likt! SUMMARY 


addon Changes Stage Decay. wan taggen by Perfect Guard 
Perfect Guard the enemy’s horizontal swipes to stagger or take it 
out guickty wath butfed physical attacks. 


158 
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Schemata Preparatie 

® Firewyrm, Watergod, Thunderbird, or 
Windwalker Bracelet arm accessory 

» Elemental spells 


Overview 
«Just as the Anubys dominates 
late afternoon enemy spawns, the 
Meonekton replaces other opponents 
in most exterior areas from 04:00 to 
06:00 every day. We would advise FEAR 
that you avoid them on Day 1: until 
Lightning is a little stronger, they can 
be something of a thankless grind. 


This enemy seems to be designed 
GOSEDEADESS to test your guarding capabilities. 

Bi Sa on mal ie! bed a ie lts physical string and Ruin spell 
are capable of interrupting vou 
Eerie Soundwave can inflict multiple 
ailments. Finally, Force Darts is a 
fast ranged attack that inflicts a 
surprisingly large amount of damage 
against an unguarded player; quick 
reactions will enable you to Perfect 
Guard against this to stymie its 
injurious potential, 


« In addition, the Meonekton is resistant 
to damage when not staggered. The 
best time to build the Stagger Wave 
is when the enemy is preparing Eerie 
Soundwave. Note that staggering 
with a physical attack induces the} # CHAosBEASTS 
Unshelled effect, while doing so 
with a spell induces the Unprotected 
effect. Once staggered, the enemy 
succumbs quickly to your attacks as 
its defenses fall 


Last One Note: Simply follow the 
same approach you take against a 
regular Meonekton and this Last 
One should fall without too much 
trouble. Given that the only plausible 
way to encounter this enemy is in 
the Ultimate Lair, you will likely 
have access to much more powerful 
staggering options at that stage, such 
as Jump or -ga spells. 
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Schemata Preparations 
« Wind-elemental abilities 
« Imperil and Slow abilities 


« While a Skeleton may seem imposing, | 
it presents a straightforward battle, 
as it will only use physical attacks. £ 
Slow will greatly hinder the enemy's £ 
actions; prioritize this ailment when 
fighting two Skeletons at once. 


Players at lower levels of development 
will want to use Perfect Guard 


SKELETON 
ssoooonnnoEEnHenss eerd 


wensen en nr nn nn en mn me window for a Perfect Guard. Match 
your input with the top af the enemy's 
leap. Wind-elemental attacks are 
best-suited to produce a Stagger. 
Defa Kel ” Kel n Stagger Power: 1 sachs Cl. Wind amtraes stincha el » Last One Note 1: As with the regular 


Skeleton, inflict Imperil and Slow and 
hammer away with Wind-elemental 
abilities. If you are underdeveloped, 
Sagne me ed m DO Semper Pwer sl scha, Wad-etoed macha consider __equipging physical 
resistance accessories or inflicting 
Debrave to decrease damage from 
incoming attacks. A Level 2 stagger 
(see page 266) will produce an 
Unprotected effect, allowing you to 
rack up physical damage more quickly. 


Last One Note 2: The Bonecracker 
weapon dropped by this enemy is a 
stronger version of the Brittle Bone 
dropped by a normal Skeleton and 
can prove very valuable thanks to 
its powerful Deprotect Chaser auto- 
ability if you make an effort to acquire 
itrelatively early. 
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Schemata Preparations 

Thunderbird Bracelet, Thorn of 
Courage, and Thorn of Aggression 
arm accessories 

« Sparkstrike or Electric Blitz abilities 

« Imperil or Curse ability 


Overview 

«The Thom of Aggression, which 
grants you opening Vigilance and Veil 
effects, helps tremendously against 


vd | Gaunts, who can otherwise interrupt 

; A GALUNT | you easily with their Aerora spells 

. — and inflict multiple ailments such as 
SP000NKOEEDEDEES Debrave, Curse, and Poison. 

noo EEE 


* BESTIARY 


. 


Gaunts halve magic damage and only 
Lightning-elemental attacks have any 
staggering power, so use Sparkstrike 
and Electric Blitz to stagger the 
enemy. Otherwise, go for the quick 
finish with physical abilities powered 
by the Thunderbird Bracelet. The 
latter approach is preferred when 
fighting two enemies at once, as it is 
Sggerad ss Curad. En me Mete Beens et nt to your great advantage to eliminate 
nn one as expedienthy as possible; 
Imperil and Curse will enable you to 
interrupt an enemy continuously and 
prevent it from casting its spelis. 


Last One Note: Gaunt Q will open 
with a physical attack, followed by 
‘Aeroga and Aerora. His spells cause 
severe damage; the Preta Hood is 
recommended to tank if Lightning's 
HP is low or if the enemy is at 
maximal strength (on Day 13). Avoid 
a battle of attrition at all costs and go 
on the offensive as soon as possible. 
Consider Overclocking to guarantee 
your victory. Altemnatively, if you 
begin the battle against Gaunt O by 
immediately using a disruptive attack 
such as Heavy Slash, you will trade 
initial blows with the enemy but delay 
its casting of Aeroga — you should 
then attempt to defeat it before it can 
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Schemata Preparations 

« Black Mage of Ignition garb 

« Firewyrm Bracelet and Thom of Will arm 
accessories 

« Deshell and Curse abilities 


Overview 

« Dryads are weak to Fire-infused abilities, 
but summon reinforcements. Generally. 
they attack with Aero, In groups, they 
will congregate to heal each other with 
Aerora. Occasionally, they will also attack 
with Aerora. 


jn * When a group of Dryads gathers to heal, 
SsSoNHOCEDEEOBLD no vn 2 ves pryscar avact and 
a follow up with Area Sweep to interrupt 
multiple enemies at once. If available 
to you, Heat Blitz is & very efficient 


EERE een 


Detaut m ” Dd peren rie «Because reinforcements significantly 


prolong the fight and offer no additional 
rewards, it is highly recommended to 
focus your attacks on one Dryad at a 
Sggesd Woe Uremced  Permane 0 Noteer gpeg Damage at smack time. A Dryad will usually only employ 
Summon when its HP falis below 50%, 
so it's a good idea to defeat them with 
a concerted assault. If you infiict Deshell 
and Curse and use the Black Mage's 
Rapid Fire ability, you can interrupt a 
Dryad constantly with spells and easily 
prevent it from ever summoning. Also, 
you will enjoy additional staggering 
bonuses by using Fire-elemental abilities 
while a Dryad is casting spells. 


« Last One Note 1: The same principles 
used against a regular Dryad apply here. 
Open with Deshell and Curse before 
switching to your elemental magic garb. 
You can interrupt the enemy constantly 
by altemating your Fire-elemental garb's 
primary ability with an equipped Fira to 
avoid finales. Using both Black Mage and 
Ignition should guarantee a sustained 
offense to deplete the enemy's HP if you 
are at low levels of development. 


« Last One Note 2: The Sniper's Gloves 
arm accessory dropped by this enemy 
carries a very interesting auto-ability for 
players wishing to maximize Lightning's 


DRYAD 0 
magic damage by boosting the damage 
N output of spells by 20% when cast from 
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Schemata Preparations 

« Preta Hood head accessory 

« Nacre Cameo and Thom of Courage 
arm accessones 

® Slow and Curse abilities 

« Brave Thief auto-ability 


Overview 

« This enemy is similar to the Gaunt. It 
will typically begin a battle by casting 
Imperil_ and follow with Element or 
Elementa. It takes very little damage 
from magic and naturally halves all 
elements, so your offense should 


SsrvoNKO0EEEHORed focus on physical attacks. 


EE oe een or on en oe On ww» un mm «Arcangeli can restore health and 
bestow Faith upon itself, Remove the 


status effect immediately with Brave 


EE en oen 


Wings of Judgment, which deals 

Swagger Power: iet wich 0e ane , 

Dota (2 Winge) head ' had BD cosong ape 22 durg Winge of Deeructani massive magic damage. Absorb the 
belt Went ee 3 pe eee eed hit in a Schema equipped with the 


Preta Hood, or unleash elemental 
EE 5 Se 

this enemy ability is being charged. 
Saggered 2 Weg « Corset Pomme ES eee RE, With the staggering bonus to your 
attacks, you may be able to interrupt 
the enemy with a stagger before it 
Congmona! Changes Map HO tor Aecengen wen toe wgn can complete its action. 


« Last One Note 1: On a first playthrough. 
Arcangeli {2 is best avoided until after 
vou have completed all the trials and 
acquired the Ultima Weapon. The 
battle plays almost identically to one 
against a normal Arcangeli, but you 
can easily avoid having to deal with 
Wings of Judgment by Overclocking 
for a quick finish. 


» Last One Note 2: The Forsaken Tie 
arm accessory dropped by this enemy 
offers a unique auto-ability that 
widens the window for performing 
offensive or defensive moves with 
Perfect Timing. 
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Schemata Preparations 

« Physical resistance accessories or 
Debrave ability 

« Firewyrm, Watergod, Thunderbird. or 
Windwalker Bracelet arm accessories 

« Elemental abilities corresponding to your 
chosen arm accessory 

» Beat Down ability 

© Imperil and Stow abilities 


Overview 

«At low levels of development, the 
Cyclops's physical attacks can be brutal. 
Inficting Debrave drastically lowers the 
power of its blows and is the best way to 
reduce damage taken from them. 


The Cyclops has very little resistance to 
ailments in general. Poison is a viable 
option as long as you can maintain it 
constantly for a gradual but persistent 
effect 


« To stagger a Cyclops, use physical attacks 
(Beat Down/Jump is ideal) or Perfect 
Guard when the beast swings its club. 
The enemy becomes weak to all elements 
with Imperil. An auto-elemental arm 
accessory is a great way to augment your 
offense at the beginning of battle. 


Once half of its health is gone, Cyclops 
will become enraged. Its attacks get much 
stronger, but its defenses weaken as well 
In particular, it becomes susceptible to 
launch with -ga spells. This is the time to 
persist in your attacks, but do not neglect 
to guard, especially against Stomp, 
which leads to severe damage if you are 
launched into the air. 


Power Play and Last One Notes 

«As your parameters grow and your 
inventory expands, this enemy becomes. 
trivial, as you can easily exploit elemental 
weaknesses and, with an auto-elementaf 
effect and either the Thorn of Courage or 
Thorn of Will, rapidly deplete its HP foran: 
easy win. 


« Against the Last One, use either Splendid 
Admiral or Intruder for Transform Bravery 
or Transform Faith and trigger these 
auto-abilities. You can then proceed, 16: 
Overclock and hammer away at the enemy’ 
for a quick resolution to the battle. 


Stagger aagression against 
an enraged enemy to exploit its weaknesses 
elden is preferable to à battle 
of . 


Swipe 
Magnet 
Evil Eye 
Full Swing 


Stomp 


Squash 


Rampage 


TYPE 
Physical 
Magic 
Magic, Fire 
Physical 


Physical 


Physical, Fire 


Physical, Fire 


POWER 
1.00 
0.103 
0.50 
120x2 


VARIATION 
33% (0: 20%) 
10% (Q: 5%) 
33% (0: 20%) 
33% (0: 20%) 


33% (0: 5%) 


33% (O: 20%) 


33% (O: 20%) 


50 


35 


35 


60 


35 


65 


50 


65 (0: 70) 
60 (0:70) 
60 (0: 30) 
65(0: 90) 


80 (0: 90) 


80 (0:30) 


80(O: 90} 
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Curse: 40/60s (O: 40/90s) 
Slow: 100/15s 


(Final hit: Deprotect: 100/20s) 
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Schemata Preparations 

® Splendid Admiral and/or Intruder garb 

» Watergod Bracelet, Nacre Cameo or 
Enlister's Gloves. and Thorn of Courage or 
Thorn of Will arm accessories 

« Ice-elemental, Imperil, Slow, Poison, and 
Curse abilities 

« Brave Thief and Jump auto-abilities 


Overview 

» You can induce a weakness to Ice-imbued 
abilities in this three-headed monstrosity 
with an application of Imperil. If you 
also inflict Curse, Blizzaga is capable 
of launching it. A good way to open the 
battle is to weigh it down with ailments 
(especially Poison) and go on the offensive. 


At least one Schema with Beat Down — 
or even better, Jump — is recommended 
to stagger. The Nacre Cameo can also be 
helpful if you wish to ignore Hellhowling 
and take advantage of the staggering 
bonuses offered during its execution. 


Chimera is capable of bestowing Faith with 
Electrify, as well as Protect with Updraft. 
In addition, staggering it produces an 
Unshelled effect. For this reason, magic 
damage tends to be more efficient in a 
drawn-out battle. 


The Chimera's left (yellow) head uses 
the Lightning-imbued attacks Charged 
Smash and Shocking Breath, while the 
right (green) uses the Wind-imbued Sonic 
Smash and Wind Breath. Unleashing 
Heavy Slash immediately after any of 
these moves should be enough to disable 
the acting head temporarily if you have 
Bravery active (from Splendid Admiral), 


Beware its Hellhowling and Helldiver 
attacks, the former of which carries Imperil 
and Dispel effects, while the latter is a 
strong leaping attack. Storm of Steel, only 
used by the Chimera when all three heads 
are active, is the enemy's ultimate assault 


Note that, outside fixed encounters, this 
enemy cannot be spawned until after 
you have completed the Trials in God's 
Sanctum. 


Power Play and Last One Notes 

« On Normal Mode, you can Overclock and likely 
finish this enemy off preemptively with Army 
of One, especially if you trigger both Transform 
Bravery and Transform Faith. This is much 
easier to do after you have obtained the Ultima 
Weapon. 


« You may opt for a purely physical approach 
against a normal Chimera. Infict Deprotect, 
Imperil, Slow, and Poison and attack 
relentlessly in an Overclocker Schema (see 
page 291) with a garb such as Equilibriums. 
If you run out of ATB, switch to a Ravager 
Schema (see page 291) to stagger and buy 
more time to finish the enemy off before your 
Auto Enfrost effect expires. 


ABILITIES 


« Chimera @ is a much more resilient foe, Its 
auxiliary heads are more difficult to disable, 
and Poison, while effective, takes two casts 
to apply and must be refreshed constantly. 
Stagger aggressively with Jump and take 
advantage of damage windows to Overclock. 
Trigger Transform Faith judiciously with the 
Intruder garb, Also, be sure to use Faith 
Feeder whenever the enemy buffs itself to 
power up your spells further. 


« If you have room in your inventory, consider 
purchasing an Enfrost Potion before the Final 
Day specifically for the fight against the Last 
One, Otherwise, bring healing potions and. 
equip head accessories such as the Ghostly 
Hood, Preta Hood, Falcon Charm, or Toasty 


Shawl. Set up an Overclocker Schema with 

Ruin and Blizzard, ideally with the latter MAIN Gui 
carrying an Ice-Attribute attacks +10% auto- 
ability. Maintain Slow and Poison at all times 
and stagger to exploit the Unshelled effect to 
its fullest. 
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Schemata Preparations 

« Passion Rouge garb 

« Status resistance accessories 
« Wind-elemental abilities 

« mperil and Slow abilities 


Overview 

» The natural ailment resistance of 
the Passion Rouge garb makes it the 
perfect foundation for a tank-type 
Schema to guard against any of an 
assortment of ailment spells that 
Grendel can cast 


GRENDEL « Be sure to guard against its strongest 


attacks: Hellkraft, which can be 

SOON KOEEDHAREES voed) disuoe it vou allow it vo 

vn ank wad Gn B kn nn an en ns ee launch you, and Shadow Clan, which 
inflicts multiple hits. 


Grendel begins the battle by erectinga 
barrier that bolsters its defenses with 
Protect and Shell effects. To deal any 
appreciable damage to this creature, 
you must stagger it to expose a 
weakness to Wind-elemental abilities 


een en en se es 0 0 0 0 0 0 0 0 0 Ow 


ESAT 
Ee. and render it susceptible to ailments. 
me Take advantage of this opportunity 
wen veereraetd a Ne Rr d 4 
Pratectus Grei on he meto Moe 0 whe to use an Enaero Potion to maximize 
your damage output. If you manage to 
Saageres te echedden 5 0 motore sang 


induce a second stagger, Grendel will 
become temporarily disabled. 


* Séance is your cue to pursue stagger 
as aggressively as possible, especially 
with Wind-elemental abilities. If you 
allow Grendel to “charge” this ability 
to its completion, it will gain Veil, 
Bravery, and Faith. Fortunately, it has 
a very long animation delay. 


Power Play and Parandus Notes 
« If you are in possession of an Enaero a 
Potion, consider Overclocking during 
a stagger to deal Wind-elemental 
damage and produce the second 
stagger. If you couple this with 
Imperil and either Bravery or Faith, 
it is possible to deplete most of the ” 
enemy HP in a single stagger — even 
at low levels of development 
SOOEOEDABS …, … s noo raus 
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replaces Grendel, but aside from the 
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IS IN ER SN Ss 0 Om 0 WW 0 0 Wm 0 0 strengthening of several parameters, 
the fight plays identically to that of 
Grendel 
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ABILITIES 


ABILITY 


Protective Circle 
(Grendel) 


Absolute Barrier 
: (Parandus) 


Claw Swipe 
Tail Swipe 
‚Ruin 
Ruinga 
Fi 
Blizzard 
Thunder 
Aero 


Fira 
Blizzara 
Thundara 
Aerora 


Element 


Elementa 


Debrave 
Defaith 


Deprotect 


Deshell 
| Imperil 
Slow 
Poison 
Curse 
Pain 
Fog 


Disaster 


Breath of Rancor 


Séance 


Shadow Clan 
(Grendel) 
Gloria Mundi 
(Parandus) 


Hellkraft 


Special 


Physical 


Magic 
Magic 
Magic, Fire 
Magic, Ice 


Magic, Lightning 


Magic, Wind. 
Magic, Fire 
Magic, Ice 

Magic, Lightning | 

Magic, Wind | 


Magic, all 
elements 


Magic, all 
elements 


Magic 
Magic 
Magic 


Magic 
Magic 
Magic 
Magic 
Magic 
Magic 
Magic 


Magic 


Physical 
Magic 


Special 


Magic 


Magic 


1,00 


1.00 
200 
0.50 
0,50 
0.50 
0,50 
0.75 
0.75 
0.19 x4 
0.19x4 


0.50 x4 


05+ 

05+ 
0194 

0.19x4 


0.75 


075 


10% 


10% 
10% 
10% 


10% 


35 


Protect and Shell until staggered 
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EN ECN EE EEN Overview 
TT n= ie « Ereshkigal, the enemy awaiting you at the end 
gen of the Ulumate Lar, is a Aying creature, which 
Eadie is of great tactical significance when planning 
vour Schemata setup. When defeated, it 
relinguishes the Ultimatus garb, a Diamond 
Matinee Necklace and, perhaps best of all, a 
«10 increase to your Maximum ATB. 


» Our strategy here is recommended if you 
wish to obtain a perfect five-star rating on a 
fist playthrough. For best results, you should 
set up your Schemata as shown. The only 
required recovery item is one elemental Potion 
corresponding to the elemental spell on @, 

ERESHKIGAL but you may want to bring at least one Ether, 

one or two items that bestow Bravery, and à 

revival item just in case things go awry. Note 


KEKEN T-) BAEENRHNDEES that you can pick up some of these on the floors - 


es or Ke O0 nn Os ne en preceding the Ereshkigal encounter 
ze * Initially, voor opponent will erect two barriers 
and bestow buffs. After this, its behavior canters é 
od on countdown cycles consisting of “Meteor 
unleashed”, “Words of power intoned…, 
“Gathering energy... “Invoking Meteor...” and, 
finally, “Meteor”. The power of Meteor increases 


EN ON MON IR IK 0 On On 


nne nn wr 
we ne se Ke 0 en nn we 


Deen ed El ran el | en with each successive casting, corresponding to 


multiple additional hits of 3,000 damage that 
cannot be mitigated by anything other than 
Guard Defense. Between individual steps of this 


Suse - tooss Kel Wehe Wk nes hea countdown, Ereshkigal will use its other abilities, 
‘durig apert or Falun a Oamage the mast worrisome of which is Resonance, The 
Stoggered level 2) = eri we ° kend good news is that Ereshkigals speed is fairly 
pedestian and can be further decreased with 
Sooeed vel me mec En 2D Notormher staggerng Omg a arachs Slow. This ís the ey to a successful strategy k 
with a low-level Lightning, 
ABILITIES ” 
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« Once half of the monster's HP is gone, it will use 
Awakening and forego any defensive barriers. This, 
relaxes its resistances but doubles its Strength 
and Magic. In addition, there is a shorter delay 
between its actions. Most significantly, ts ultimate 
ability Super Nova becomes available — this attack 
Is almost impossible to survive without Defaith, as 
it ignores resistances in the same way that Meteor 
does. Fortunately. if you properly execute some 
variation of our strategy here. you can completely 
avoid Resonance, Super Nova, or anything beyond 
Mega Meteor. possibly even the initial Meteor if 
things go well 


« Start of Battle: By hugging the walls around the 
toom in which Ereshkigal resides, you can acquire 
an easy preemptive strike to reduce its starting HP 
by 25%. Always begin the battle by inficting Slow, 
Use Attack in to jump into the air, then alternate 
between and to cast long chains of elemental 
spells, Remove the Pratect cast by Ereshkigal with 
Heavy Slash and refresh Slow constantly when you 
are low on ATB in your other Schemata. Don't forget. 
about your Quick Stagger 75% auto-ability. soon 
after the Stagger Wave turns red. you should be able 
to stagger instantly by using Heavy Slash in „f‚ most 
likely in correspondence with Protect Feeder 


«increasing Stagger Levels: Once you achieve 
stagger, you need to reach a Level 2 stagger very 
quickly. The Fog inficted on the enemy prohibits, 
it from using anything other than Grand Impulse, 
à physical ground attack that has no effect if you 
ate airbomne. Furthermore, all of your spells enjoy a 
quadrupling to Stagger Power during its execution. 
Therefore. regularly use Light Stash to remain afioat 


SUGGESTED SCHEMATA 


Splendid Admiral 


and unleash your chains of spells during Grand 
Impulse. This will rapidly push you toward à second 
stagger, although it is likely more efficient to stagger 
with a Heawy Slash in #f, the Stagger Siphon auto- 
ability of Lautomne is another reason why it is the 
ideal garb for this strategy. Use an elemental Potion 
immediately upon reaching the second stagger. 


« Overclock Phase: Be persistent or Ereshkigal will 


reestablish its barriers; continue your assault to 
achieve the Level 3 stagger. using Bravery Feeder 
alang the way. When this occurs, cast Deprotect, 
Imperil, and Poison (you'1l need to cast this twice. 
If the Unshelled effect of the Level 2 stagger has 
worn off, add Slow as well. Begin Overclocking 
end alternate between Attack and Light Slash to 
pile on the damage. You will likely naad to refresh 
Poison (and potentially other ailments) after every 
Overclock. While doing so, trigger Transform Bravery, 
then Overclock again. Try to make one of these 
sessions coincide with the arrival of Meteor so as 
not to waste Overclock time. 


« Awakening: By he time you run outof EP Ereshkigal 


should already have used Awakening. If Battle Score 
is not à priority for you ín this initial encounter, use 
&n Ether and continue to Overclock to err on the side 
of caution. Regardless, prioritize refreshing Slow 
and Poison constantly. Even after Erashkigal powers 
up, you will still be able to deal reasonable damage 
with Imperil and an elemental Potion in play. Use 
Bravery Feeder a second time when the enemy buffs 
again. Chip away at its remaining health to secure 
your victory; your Battle Time should range from 
three to three-and-a-half minutes. If you take much 
longer, you'll be subject to Super Nova, which will 


Lautomne 


Bi en EN 


Gridanian Sigil or Blasphemy 


Collector Catalog 


Noblesse Veronique 


Dawn Gauntlets 
| © | Heavy en; ij IE % 
© _e Guard Deprotect 
©/o Poison 
| eo Slow | Aerora 


likely necessitate the usage of revival item. As 
long as you maintain Poison, however, Ereshkigal's <twROuGr 
extinction is an inevitability. 
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SUMMARY 


Equilibrium+ 


Noblesse Veronique 


Enlister’s Gloves 


Light Slash 


Fire, Blizzard, Thunder, or Aero 
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FERAL CRE URES 


Schemata Preparations 
« Physical attacks 


Overview 

« The Gremlin is an enemy of little 
consequence, even at the very 
beginning of the game. Using any 
attack while it is casting. which it 
almost always does at the start of 
battle, is enough to stagger it, leading 
to a quick victory. 


GREMLIN « When a Gremlin accompanies other | 
enemy species, eliminate it first with - 
your first round of actions to simplify 
sss socsaonsss, the bate 
AO AE OE EE EN CM SD COM OEE ZE » Last One Note: Gremlin O will cast 
damaging -ga spells continuously. Use 
Heawy Slash repeatedly to interrupt 
Dennen ee his actions. Anping Curse wl also 
ze megen make weaker physical attacks equally 
disruptive, paving the way to victory. - 


Siaggerad, « = - o Naturae staggering Damage: ot atacts 15. 


Condos Changes: Stagger Decay 3 wen vuggeres 
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‘Schemata Preparations 
« Lightning-elemental spells 
« Deshell ability 


Overview 
« Miniflans spawn in groups and take { … oesriaav 
little damage from physical attacks. 
A Schema equipped with Thunder 
or Thundara will make short work of 
them. Early in the game, Electronica 
is the ideal garb for battles against 
Miniflans; if you only have a Thunder 
spell of a lower level, a quick 
application of Deshell can help. 


OSBBERDBeES zee en dsmiss enie vocis 


of Miniflans with a single use of 


Sossoon 


ox ok Kn OD 0 DP nnn ne a 0 


Thundaga. 
«Last One Note: Even with its 
conotion __ stacef Br an ned ad increased parameters, the Last 
One variant of Minifian poses no 
he Supper Power mage stack 5 Fro ao Linn 
bege en e ee 0 mbomdrnche nst seche significant danger. Cast Lightning- 


elemental spells, ideally with_the 

Thorn of Will and Thunderbird! 

Staggerod 2 Foaged Ed ° Prine mr ron da Bracelet arm accessories eadipped, 
and the enemy falls quickly. 
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« FERAL 
CREATURES 
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É veto va o m Oe end Use Deshel and Thunder for quick 
n E - 5 - defeats of individuals until you can 
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Schemata Preparations 
« Fire-elemental abilities d 


Overview 

«This is a straightforward enemy, | Ls 
halving all except Fire-elemental | 
damage. A garb such as Midnight | 
Mauve or an equipped Heat Blitz | ie 


ability will make short wok of £ 


Rafflesia groups. | 
« Last One Note 1: As a single enemy. 
4 RAFFLESIA Rafflesia @ is inconseguentiel and 
Na falls quickly to a string of attacks - 
powered by Auto Enfire. 
edhdindhedhedhedendendenderkonhendenderdenhenhdd elast One Nets: 2: Tha Skeleton | 
eo se 0 p Earrings dropped by this enemy 


provide a huge boost to damage 
caused by ailment spells for players L 


who enjoy Saboteur-heavy play 
em over mag ca reg Nans styles 

DS oc Natan 
rn ra aren 


Na teer oant Damme mag zech 15 Feen 
Saggend Eel Fogned - . a ‘ 


Londens Changes Stagger Oecay. 0 when saggered 
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en en mn oe Oe 


Stwg Power man rachs (13 Gureg Naer 


haal hal be had tete he 
Magi SUMMARY 
Saaoeeed En ronse - eee make Rafflesia a mere formality. 


Conaronat Charger: Stagger Decay 10 wen stasgaree 
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Schemata Preparations 
« Ice- or Lightning-glemental abilities 


Overview 

«Goblins travel in packs and are 
very weak individually. Although 
their multi-hit physical attacks can 
interrupt you and Batter Up should be 
guarded, it is unlikely that they will 
survive long enough to make much 
use of these abilities. 


® On occasion, they will use Spirit 
Infusion to bestow themselves 
with Enfire and slightly boost their 
defenses, but focus-firing on each 
one with Ice- or Lightning-elemental 
attacks or using wide-area spells 
such as Blizzaga or Thundaga will 
quickly eliminate what little threat 
they pose. 


« Last One Note: Goblin O is of little 
threat to you as a single opponent and 
falls quickly to an Ice- or Lightning- 
elemental assault. 


SUMMARY 


« BESTIARY 
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Schemata Preparations 
« Windwalker Bracelet arm accessory J 
« Thom of Courage or Thom of Will 

arm accessory 
* Wind-elemental and Curse abilities 


Overview 

«The Vali is nearly impervious to 
elemental attacks that are not 
Wind-based, but an assault that 
exploits this primary weakness will 
eliminate it quickly. At higher levels of 
development, area-of-effect abilities 
such as Aero Blitz or Aeroga can 


d 9 L) K) De } Le] @ Lo} Eef E | ® 8 > ® annihilate groups of enemies easily. 


we es mn nnn nnn mre « In the presence of à Hanuman, a Vali 
may gain Protect, Shell, Vigilance, 
and Enthunder with bestowment of 
Thunder Eater, Its attacks are still 
ES 5 î ee 5 moer Power: wl rick 05, Wind dnbuod atcha not particularly damaging in this 

Gang Courpn ammel ot, Wad bod ommate 8 situation, but carrying the appropriate 
ailment spells to negate its buffs (and 
then further inflicting those allments 
with repeated casting) will avoid 
drawing out the battle for longer than 
is necessary. 


Saers » emee e Noteve naggerng Damage 2 acts 
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Schemata Preparations 

« Watergod Bracelet arm accessory 

« Thom of Courage or Thom of Will 
arm accessory 

« Ice-elemental and Curse abilities 

« atsTaay 

Overview 

« Battles against Neelas and Wendigos 
should play almost identically to those 
against Valis, with Ice as the relevant 
elemental weakness against Neelas, 
and Fire against Wendigos. These 
creatures are often accompanied by a 
Sugriva, which will cast Fire Eater or 


PSOE EEEHEEe, veevoer irene 

wennen nn u u en n mn mw wm wm m mw _ *Abilties such as Blitz, Ruinga, and 
then Ice Blitz and Blizzaga for the 
Neels, or Heat Blitz and Firaga for the 


EN 


Sggee Power: al auch 102 (4.5 during Charge al decimate entire groups of enemies at 
Teeannd wacht 1115 dring Charel once. 
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Schemata Preparations 

« Double Saber or other double-bladed 
weapon with Light Slash ability 

® Sparrow Comb head accessory with 
Aerora ability 

® Slow ability 


Overview 

« The Cactair spawns only once per 
playthrough and, except under very 
specific circumstances that are 
unrealistic of an initial playthrough, 
sustains only a single point of 
damage from all attacks. Therefore, 


bedbedidhediediedendendendedendendehehehenid ® you will find yourself having to outlast 


» ww ee it by chipping away at its health one 
Ge EE Á iet ‚ point at a time and inflicting Slow to 


delay its actions. 


„Given that the power of vour 
abilities is irrelevant, and the fact 
that staggering does not increase 
the amount of damage taken by 
the enemy, the Sparrow Comb is 
recommended, as it will make your 
casts of Aerora cheaper in terms of 
ATB cost; the multiple hits offered by 
each cast makes this particular spell ë) 
preferable in this battle. Mix your 
spells with Light Slash, which can 
deliver two hits at a time with any - 
double-bladed weapon, to sustain 
vour offensive. 


« The Martial Monk garb's Whirlwind. 
Kick ability is also tailor-made to rack 
up the hits in this battle. 


Power Play Notes 
« The secret to a quick victory lies in el 
overcoming Cactair's hidden damage - 
threshold of 65,535 (see page 277 
for details), To do this much later 
in your progression, when you are 
at the 5,000 Strength.cap, set up 
& Schema with the Dragon's Blood 
garb, Enlister's Gloves arm accessory, 
8 fully, upgraded Charged Strike, 
Bravery, and Vigilance. Use a full ATB 
meter of Charged Strike to defeat the 


4 enemy in a single blow. J 
Mien 


Cast Slow on this enemy and chip away 
at its health with low-cost, multiple-hit 


Schemata Preparations 

« Firewyrm Bracelet arm accessory 

« Thor of Courage or Thom of Will 
arm accessory 


Overview * BESTIARY 

« The Firewyrm Bracelet makes battles 
against a Cactuar relatively simple, 
as you will likely be able to deplete 
its HP before it completes its Cactus 
Dance, which it employs to bestow 
buffs on itself 


CACTUAR 
edhndhedhededednseneendendendendesedvndd the Element spel, and its special 


«If the battle continues, the enemy 
will use disruptive Kick attacks. 


wesen en nn nn 0 ON attack 1000 Needles, which can 
be problematic at lower levels of 
development. 
RE oe zo oo er, 
Power. wiener tach 1, Febe 
aur. m 1 el B ee, vang Cactuars before the later days, as 


Ì you will be able to defeat them easily 
p later on and reap noteworthy gil 


{ 
li 


en mbh rewards for doing so. 
zn EN EN « Last One Note: Cactuar O is only 
Staggored (Leve End Ozad Ed ° Nofunher stggerng. slightly heartier than its normal 
counterpart, but it will open with 

Elementa, which can deal significant | „ rerat 


damage if you are caught off-guard. CREE 


After mitigating this initial damage 
(the Camaval Crusher garb or Tri-_ 
Point Coronet head accessory can 
help), vou can proceed as usual 
with an application of Deprotect or 
Deshell and hammer away at its Fire- 
elemental weakness. 


SUMMARY 


B CACTUAR Q 
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« Watergod Bracelet arm accessory 
« Ice-elemental abilities 


Overview 

« Gorgonopsid typically uses physical 
attacks but has three notable 
special moves. The first is Virulent 
Breath, which can inflict the Poison 
status. The other two, War Cry and 
Megabite, occur successively, where 
the enemy will bestow Bravery on 


GORGONOPSID itself and immediately follow with a 

strong leaping attack 
DEKKER KI he leker Tel TO Ka “Timing a Perfect Guard against 
on Os vo OK WKK DOD Os OS P nn Mm Mm 0 Mm 0 Megabite just as the enemy leaps will 


instantly stagger it, resulting in a brief 
opening for you to deal appreciable 
damage and finish the fight quickly. 


Last One Note: Gorgonopsid O 

poses no real threat and is unlikely 

to survive long enough to unleash 

its War Cry/Megabite combination. 

Sggred Le Koda KEK Nelertersoreniee This enemy drops the unique Early- 

blooming Corsage, a head accessory 

that grants a bonus to the initial ATB 

value of the garb it accompanies. This 4 
can be used with the Soldier of Peace 
garb, enabling Lightning to unleash 
Artemis's Arrows immediately at the 
start of a battle, or coupled with any 
other garb that does not enjoy full 
ATB when combat begins 


Stwg Power a asch 205, during War Cry: Goerd 
Detean wo ° zo El 


Staggerad (Laval 2 s Usprotscud Ze e No turmer saagereg. 
Cordial Changes: Stagger Decay 3 wenen staggerad wan Pertect Goar. 15 when laanchad dura Pertect Guard sacper 
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Schemata Preparations 
« Firewyrm Bracelet and Thorn of 
Aggression arm accessories 
« Thorn of Courage or Thom of Will 
arm accessory 
« Fire-elemental abilities ® BESTIARY 


Overview 

« Skata'ne is immune to Curse and 
performs disruptive kicks. Its most 
notable attack, Heel Kick, is slow but 
powerful. If Skata'ne unleashes this 
ability, guard and counter with your 
most effective staggerìng attacks 
(such as Beat Down) immediately 
afterward to take advantage of the 
huge bonus during this window. 


« Overall, it is recommended to push 
for a quick victory with the Firewyrm 
Bracelet and multiple Thom arm 
accessories 


Last One Note 1: Skatane O's 
version of Heel Kick is much stronger 
Staggersd te Cursed El . No turner staggering and can cause considerable damage. 
Slow can help to delay it either 
Debrave or the Ghostly Hood, if you 
are severely underdeveloped, can act 
FERAL 
as good precautionary measures. * CREATURES 


“Last One Note 2: The Enlisters 
Gloves dropped by Skata'ne 0 are 
a great offensive arm accessory, 
providing a 20% boost to Lightning's 
melee-based damage output, and 
should be a staple of any setup 
oriented toward physical attacks. 


Heel Kiek, 0 stagg: nem 
racks al right afer Heel Kik, al atacht 0D. 
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« Fire- or Wind-elemental spells. - 
« Imperil ability Ee 
« Slow or Curse abilities 


EEE Stene eenden 
had 


Overview 
® Schrodinger has the ability to heal 
itself with Cura, You can discourage 
this behavior by applying Slow to 
reduce the frequency of its actions 
or Curse to interrupt them. In battles ie 
where it accompanies other monsters, 


SCHRODINGER defeat them first — especially at 


lower levels where Schrodinger 


SvssINEONER gese, might otherwise act as a tank for its 


companions, 
mm nn os 0 De 0 0 0 ee ew 
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« Infict Imperil to induce a weakness 
to Fire- and Wind-elemental abilities, 
Which will expedite the battle hae 
significantly. _Schrodinger takes 
more damage from (and can only be 
staggered by) magic, so a garb such 
as Ignition or Woodland Walker is 
Sangers “med B Me termer sooeng Damage pyscat aenchs ideal against it 

Condsonai Changes Stagger Decay 19 when staggeree. » Last One Note 1: The only challenge 
Schrodinger Q presents is for the 
player to outpace its healing with - 
damage. which is easily achievable 
after an application of Imperil. It is 
worth noting that staggering this 
enemy will eradicate its normally 
stout resistance to physical attacks, 
enabling you to deal severe damage 
with abilities such as Heavy Slash. 

« Last One Note 2: The Mage Hunters d 
Mask dropped by this enemy is a | 

head accessory that boosts your 

magic while bestowing any equipped le 

Heawy Slash with Brave Thief. While 

both effects are useful, they are 

not complementary (except in very 

specific Schemata configuration). 
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Schemata Preparations 
« Wind-elemental abilities 


Overview 

« When you traverse the Dead Dunes 
during the daytime, the Desert 
Sahagin will appear burrowed 
undemeath the sand. When the 
enemy is submerged, it attacks 
quickly with Rush, which will interrupt 
you unless you guard. Its movements 
make it difficult to damage efficiently. 


« BESTARY 


« Inflicting Slow may stymie its assault, 


DESERT SAHAGIN 
but if you Perfect Guard by defending 
edhedhedhedhediedhendendendenddendendendendondhdd as soon as the enemy begins its Rush 


on en en sn ne animation, you can trigger an instant 
stagger. This brings it out of the sand 
‘and temporarily disables it, allowing 
you to dispatch it quickly 


At night, the enemy is found above 


the surface of the sand. Strike at its 
Wind-elemental weakness to end the 


battle quickly. 
«Last One Note 1: Desert Sahagin 
‘Stogoered Burrowedì We Ungromend En e 'Noturther staggering. Q will be burrowed at the start of 
the battle. A Perfect Guard against 
Stagoeres (Standing) 1e Unsherad Ee ° No further staggerng Rush to trigger an instant stagger and 


„ FERA 
the Unprotected effect makes this CREATURES 
encounter relatively trivial 


„Last One Note 2: The Bandit 
Scarf dropped by this enemy is an 
impressive head accessory that 
improves your ATB Recovery while 
bestowing any equipped Heavy Slash 
with Brave Thief. 


SUMMARY 
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Schemata Preparations 

« Black Mage or Watery Chorus garb 

« Flamebane Choker head accessory 

« Watergod Bracelet arm accessory 

« lce-elemental spells F 


Overview 

« Underdeveloped players may find the 
Fira spells cast by the Ectopudding to 
be significantly harmful, especially 
against two enemies at once. The 
Flamebane Choker makes a big 


ECTOPUDDING difference, but there is no substitute 


for Perfect Guarding against these 


ssovooNEOEHORHDESS …7* 
KN eeen es er On Oo On nn en  x x w m «The Ectopudding is highly resistant to 
physical attacks until staggered, so 
you should rely strictiy on spells. To 


lee-elemental weakness. Blizzaga is 


pent oe n ze Ea EEN eeN especially useful as it launches this | 
enemy. 
» Last One Note 1: With access to the 
Staggered Ke Vrortecnd De 20/0, Nourther stoogering Oemage: physical amacks 3. Blizzaga spell, Ectopudding Q should 


be of little danger to you. You can 

repeatedly launch it and push for a 

quick victory. If you manage to stagger je 
this enemy, it will become very weak 

to physical attacks, enabling you to 

deal severe damage with abilities 

such as Heavy Slash (especially if 

your Auto Enfrost is still active). 


« Last One Note 2: The Tenacious Ring 
dropped by this enemy is a defensive 
arm accessory that bolsters your + 
defenses by 10% when your HP dips 
below 30% of its maximum value. 
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Schemata Preparations 
« Firewyrm Bracelet arm accessory 
« Fire-elemental abilities 


Overview 

«A sole Triffid is not particularly 
threatening. but when left alone as 
part of a larger enemy group, it is 
capable of burdensome attacks such 
as the ailment-inflicting Biohazard 
Injection and the disruptive Sniping 
Thrust, Fortunately, Fire-elemental 
attacks powered by the Firewyrm 
Bracelet make short work of it 


« This enemy is much easier to stagger 


WKK MOM OH ONU during its actions, particularly Spin @ 
Attack. 


=Last One Note 1: Guaranteed to 
be the sole enemy in the encounter. | 
Triffid Q falls quickly to an assault 
Spim Amach. al otachs 10 Fire-imbund racks 0. augmented by Auto Enfire. 


» Last One Note 2: This foe drops 

the Warrior Hunters Mask. This 

mom bod nt ee £ bodoh inenten e very valuable head accessory boosts 

your Strength while bestowing any 

equipped Heavy Slash with Brave 
Thief. 


SUMMARY 
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Schemata Preparations 

» Windwalker Bracelet arm accessory 

« Thom of Courage or Thorn of Will 
arm accessory 

« Wind-elemental and Curse abilities 


Overview 

« A Hanuman will usually accompany 
one or more Vali and prefers to power 
up its allies with Thunder Eater, which 
grants Enthunder, Protect, Shell, and 
Vigilance to its target. After it has 
done so to all allies, it will recruit 
them to prepare Charge, which inflicts 
a large amount of Lightning-based 
damage if you allow its execution. 
The easiest way to prevent this is to 
focus your assault on any Valis first 
to defeat them before tuming your 
attention to the Hanuman. Wind- 
imbued area-of-effect abilities such 
as Aero Blitz and Aerora are ideal for 
this task. Alternatively, the Hanuman 
is more susceptible to stagger while 
charging, so you may opt to interrupt 
the enemy in this manner. 


«Once alone, Hanuman will use 
Thunder Eater on itself and proceed 
to use physical attacks against you. 
Counter its buffs with your ailment 
spells to maximize your offensive 
efficiency. 


Last One Note: This fight is relatively 
simple in the absence of any Valis. 
Furthermore, you are likely to have 
access to the Aeroga spell when you 
encounter this Last One, which can 
easily launch the enemy into the air. 
If Hanuman Q is able to use Thunder 
Eater. the Sparkbane Choker will 
mitigate any damage from incoming 
Enthunder-infused attacks. 


SUMMARY 
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Schemata Preparations i 0 
« Firewyrm, Watergod, Thunderbird, or 
Windwalker Bracelet arm accessory 
« Thorn of Courage or Thorn of Will 
arm accessory 
« -ga elemental spells corresponding | 
to the auto-elemental arm accessory 
« Imperil and Curse abilities 


BESTIARY 


Overview Á AE 
* Sugriva is fundamentally identical — ĳ 
to Hanuman and has no inherent | PL 


SUGRIVA elemental resistances or weaknesses, | 


although Fire- and Ice-elemental | Bn 


® ) Le) K) Ke)  } IN] ® @ +] | ® | | ® ® & ® abilities enjoy greater Stagger Power 


modifiers. 
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« If you open by inflicting your ailments 


Sagaered. we Ouest. 


in rapid succession and then casting i 
CONDOR STAGGER PON A parse EE as je Firaga or Blizzaga, you can launch the 

Sugriva and disrupt it from powering 

up any Neela or Wendigo allies TAB 
or performing any Charge attacks. 


e No turtnar staggecng Damage at stacks 3 launch it again after it lands. This © jk 
simple procedure enables you to © RECTOR 
eliminate it from the fight before l 

turning your attention to its minions. 


*Last One Note 1: Your strategy 
should be identical to that against a 
normal Sugriva. Do not hesitate to 
Overclock in order to make short work, 
of this Last One. ij 


Last One Note 2: Sugriva Q drops 
the Coldflame Droplet head accessory, H 
Which increases the damage dealt by ij 
Fire- and lce-elemental attacks. ij 


FERAL 
CREATURES 


ososooNKOEEDTHDEL 
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Attack while it is airbome and then NFonharlom 
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FERAL CREATURES 


SsosooNHOEEERHEEet 


mn os IK sn nn nnn nnn nn 


EN ee eee eenn 


‘Stagger Power yen anacks tot head 1 (a the 
body 0 spas a, Ice emu amachs to the hed 115 


oenaran 


conamox 


smart nn ter Dems 
Meteen ne lm ts 


(Condtional Changes: Stagger Dacay. 0 wan staggered wt a bloe toa head 


vooooonpocaggnsn, 


men mn en ennn nnn nn 


EN ee eee 


Stagger Pom pyncal wach to te hand (io he 
bodys pele 1, ce -mbend atachs toe head 15 


‘Schemata Preparations 

« Physical resistance accessories or 
Debrave ability 

« Watergod Bracelet arm accessory 

« Imperil and Ice-elemental spells 

« Heawy Slash ability or Jump auto-ability 


Overview 

« Zaltys resists physical damage and has 
a weakness to lce-elemental_ abilities. 
For a strong opening salvo, inflict Deshell 
and Imperil and unleash a barrage of lce- 
elemental spells. 


“A normal stagger produces an 
Unprotected effect, which makes 
your physical attacks more effective. 
Alternatively. stagger by using Heavy 
Slash against the head after Bite. If you 
have access to Jump, it will target the 
head automatically, making it incredibly 
effective against this enemy. This 
type of stagger is accompanied by the 
Exposed effect, which further increases 
the potency of your Ice-elemental 
attacks. Poison can help to reduce its 
large HP pool if you lack strong spells 
early in the story. 


This enemy acts infrequently but deals 
appreciable damage when it does. Be 
sure to guard against Bite, Stampede, 
and Blaze Burst. Fortunately, it has to first 
‘approach you to conduct physical attacks, 
and Blaze Burst has a long animation, 
giving you ample time to prepare. 


Power Play and Last One Notes 

After obtaining the Blizaga spell, 
you can constantly launch the beast 
if you first inflict Imperil, This renders 
it completely helpless and unable to 
attack you. Doubling up on this spell or 
alternating with the Flood ability of the 
Purple Lightning garb will ensure that 
this enemy poses no credible threat to 
you even if you are unable to defeat it 
swift. 


The aforementioned strategy is the key 
to a relatively stress-free battle against 
Zaltys Q, as you need to prevent it from 
taking action as much as possible, Poison 
also helps to expedite the process. You 
may wish to risk allowing the enemy to 
perform a physical attack in retumn for a 
chance to strike at its head for a quicker 
stagger… or just use Jump. 


saret ed 
Svante ngen eget 


Condriona Changes: Stagger Decay: 0 when staggered vet a blow to the head 


Default 


Tail Severed 


Swipe 
Stampede 
Bite 

Tail Hammer 
Blaze Burst 


Tail Hammer 


Physical 
Physical 
Physical 
Physical 
Magic, Fire 


Physical 


POWER 


VARIATION 


HNTNING RETUONS, 


kk | 
< 
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Schemata Preparations 

« Thunderbird Bracelet arm accessory 

« Lightning-elemental and Imperil abilities 
« Brave Thief and Jump auto-abilities 


Overview 
« Zomok begins the battle with a Haste effect 
and will immediately cast Storm Fromt, 
a basic Wind-elemental spell. You can 
steal the Haste for yourself with the Brave ie 
Thief auto-ability (in the early stages of 
the story. most likely accomplished with a 
combination of the Battleaxe of the Believer ” 
weapon and the Heavy Slash ability). 


« This creature halves magic damage, so 


E) ò Ke] K) Ko] Ks] & @ 8 a B [| U | ® B Kd ®& physical damage is preferred here. You 

can stagger by using Heavy Slash against 
On MM EEN ME LE, KO ON BS ON (CON ESD VA A (EL the head after Bite. If you have access to ë 
NRM Nn nnn u Jump, it will target the head automatically, 
making it incredibly effective against this 
enemy. Zomok's tail can also be severed 
rather easily during its Tail Pummel attack 
if vou counter with a strong ability such as 
Heavy Slash in between hits, 


. 


Beware Heavenly Storm, which creates a 
tornado that spirals outward from Zomok _ 


voNnrman puaann 


Smgoernd e aant aa DE en er a toward you over the course of multiple 
lutions. The closer you are to the 

Seaggerea was blom vand = Ee mma af tach 5. bil 

wmenand - ami enemy, the more likely you are to be hit 


‘(Condit Changes Tha head tod par takes 150% damage hom obyeca stacts multiple times. One advanced tactic is to 
cast spells one at a time, causing Lightning 
to jump back constantly and allowing 
you to remain out of range until the final 
revolution, 


Power Play and Last One Notes 

« With its Lightning-elemental weakness, 
Zomok becomes trivial if you have access 
to Thundaga or the Lightning ability of the 
Blue Mage. After an application of Imperil, 
these attacks will launch the dragon into 
the air and also build the Stagger Wave, 
rendering it helpless to counter your attacks 
and negating the threat of its own. Still, be 
sure to start the battle by stealing Haste, 


Which enables you to maintain this assault 
ZOMOK Q more easily. 
« Zomok Q does significantly more damage 
® @® P] ® ) p) ® a [s] 1 B | [| B D:] ® ® and you should Perfect Guard the opening 
Storm Front. Nevertheless, the strategy 
Ds mn ON DOEN ON OE LE (EON EEN DOEN ES OON HE ORG DONNE OO outlined above is the key to a relatively 


wee en enen nn nnn nnn stress-free battle against Zomok Q. as you 
should aim to prevent it from taking action 
as much as possible. Poison also helps. 


out wa » vo En EI a me denn SUMMARY 
Steal Zomok's Haste with Brave Thief. Use 
Lightning-elemental physical attacks for 


Staggerea En Cursed = MWA Noteer stappers Damage at nch 1 


Staggered wia bow 
(the head te Omred me USS Nolurther staggerng Damage at anachs 1. 


Default 


Tail Severed 


Swipe 
Stampede 

Bite 

Tail Pummel 
Storm Front 
Heavenly Storm 


Tail Pummel 


eng 


Physical 1.00 
Physicaf 3.00 
Physical 1.50 
Physical 1.00 x2 


Magic, Wind {1.00 


Magic, Wing | C25 per 
-: hit 
Physical | 0502 


VARIATION 


HHTNING AETUONS 
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Schemata Preparations 

« Watery Chorus or Electronica garb 

« Watergod or Thunderbird Bracelet arm accessory 
« lce- or Lightning-elemental abilities 

« Imperil or Curse abilities 

* Brave Thief auto-ability 


Overview | 
« The Reaver becomes significantly more dangerous 

once it loses half of its health, at which point it will 

stand up and acquire the Regen status. Its physical 

attacks will also be much stronger. 


kh « You can exploit its weakness to the Ice and 
REAVER Lightning elements by using abilities imbued 
with these elements. These staggering ie 


|+| & & | | ® B & modifiers are also increased immediately 
IA at lo BR A OT NI Pr An Sas ie after enemy attacks. Perfect Guards build 

the Stagger Wave and are crucial in order to 
mitigate the damage of powerful attacks such 
as Diving Strike and Sunder performed when 


JNOrno the enemy is upright. 
oen » s - meren menma Patea___ « At low levels of development itis highly advisable 
Gard al oer vanact nes tochip away at the Reaver's health until staggering e 


shortly before it stands, at which point you should 
Overclock and deal as much damage as you can 
to avoid spending too much time fighting against 
Staggered (Upright) Dl = = A ee an upright enemy. Alternatively, you can equip 

the Ghostly Hood on Passian Rouge (if vou have 


Ed - - ER Notorberamggerng Dameger al stacks alt 


pe ze = ki vanen ad completed the main quest in Yusnaan) to reduce 
“ Prined. m a nnee physical damage to negligible levels. 
Damage a onacha 11 
gen Sape Post 0 wann vpe pon Sapger Decey 2 wen wagered werg 100 Sun Level? sagen ene d 
Omen gered wan Perfect Gears oprit Power Play and Last One Notes 
« This battle is much less arduous once you 


have access to a strong physical-based garb le 
such as Soldier of Peace. Use attacks such 
as Heawy Slash in conjunction with Curse and 
employment of offensive arm accessories to 
deplete the enemy's HP quickly and bypass its 
upright form completely. 


« Once you have access to Blizzaga, Thundaga 
{or their physical equivalents provided by 
the Purple Lightning and Blue Mage garb 
respectively), you can also launch the Reaver 
constantly with these abilities after inflicting 
Imperil, effectively disabling it completely. 


» Against Reaver Q, you may opt for the purely 
physical route, in which case it is recommended. 
to Overclock to make the most of your starting 
Auto Enfrost or Auto Enthunder effect, and to 


eso OSEEEBDBE® ct: ‚oo vont alou i vo stand oo. or Ĳ 


wesen mm nnn nnn ww the elemental route to launch it if you'd like 


oren EEEN to avoid spending EP. Be sure to bring along 
Poison to do some of the work for you. 


coromon — smoctsromn SAGEN He, ATO cn MOOIE « The Flesh Render sword found after the battle 
Stmgger Power: prymcat aacks U ch afr emarmy not only boasts incredible stat boosts, but also 
han - : - nnen offers Auto-Regen — à welcome feature at a 
relatively early stage of the adventure while 
bna: DURATION Kd u fighting battles against common enemies. - 
Ei = EN Meters Damage at emacs st 
\Four-leggedì 
SUMMARY 
Suggeree uoighe - 7 venae eneen zhe zet 0 on ten 
Staggersd Level u ee ie e Wo turherstaggerog Damnge: st sachs 25 Use lce- and Lightning-elemental abilities, which 
tagen Pawer rica zaachs ad bag. also acquire stagger modifier bonuses immediately 
berek “ Prinad hd oe ande mach sean after the enemy attacks. Perfect Guards are critical 
seren to reduce damage sustained and can also stagger. 


Condal Chanqer Stagger Decay 2 wenen seaggered oogt. UD durog Level 2 sage lupnpel, 1O ween smaggeret en Perle: Game lr 


192 


ABILITIES 


CONDITION 


HEEN, AETYO! 


Default 


Upright 


Swipe 

Heave 
Weapon Slash 
Fira 

Sunder 
Spinning Slice 


Diving Strike 


Physical 1.00 
Physical 1.50 
Physical 1.00 


Magic, Fire 120 
Physical | 1.50+050 
Physical \ 050+2,50 


Physical 4.00 
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Schemata Preparations 

« Windwalker Bracelet and Thorn of 
Courage arm accessories 

« Beat Down or Wind-elemental abilities 

« Heavy Slash ability 

« Imperil and Slow abilities 


Overview 

« Gurangatch is slow to attack and 
nothing in its arsenal is especially 
damaging. The only hindrance is 
breaking its carapace shell to weaken wi 
its defenses. 


Inflict Slow and other ailments to 
increase the Stagger Power of your 
abilities and further delay vour 


opponents actions. Beat Down or 
eovessnesse GUNT 


2e 


ennen em jes 

emmen ewa me 
on en 0 en em oe paid 8 your physical damage- 
lealing Schema when you stagger. 

meen wo n s ee m0 
ee zij e The beast will be crippled by a Dazed 

mmm ee ne en en ee en 


effect and takes on a weakness to 
every type of damage. Assuming your 
Auto Enaero effect is still in play, 
it should be close to defeat, if not 
outright extinguished, after a single 


Heavy Slash. 
Power Play and Last One Notes 
EE VASE ONCE EEE, Ene « Againstthe Last One, your ailments are 
Saan Gantin maant cor 2 vam aaan harder to land and do not last long, so 


go straight for the stagger, especially 

with high-powered abilities such as / 
Jump (see page 291 for advanced 

setups). Otherwise, flow of battle 

remains exactly the same. 


SUMMARY 


Gurangatch is relatively non-threatening 
and crumbles once staggered. Use Wind- 
elemental abilities or Beat Down/Jump 
to achieve this as soon as possible. 


cdovvoNBOEEERHA8e, 


« 
OK ON MN OW 9 0e wv mw 0 1 wo oo Wo k 
mmm neee neme me 
we en en en ee ee 
meu 0 et ee es ee eee 


Stmgger Power et coroacn 1 amachs  caraoose 
= vary amores. sl smack 1 carapace hat vemoved. 

am ammchs  caragace large ramoeed, al amchs 

eermmace tag removed. vo terme taggen. ï 


Default 


Carapace gone 


U ABU 


Bite 
Plaguebreath 
Plaguebreath 
(a, 


Boulder 
Tackle 


Regenerate 
Carapace 


TYPE POWER __ VARIATION cur 


Physical 


Magic 


Magic 


Physical 


Special 


1.00 


0,10 x3 


0.10 x5 


5,00 


KEEP 
30 


90 


EVADE & COUNTER 
4 


Xx 


ADDED EFFECT 


Debrave, Deprotect, Fog 
150/30s each 

Debrave, Deprotect, Poison, 
Fog, 

Daze: 150/30s each 


Esuna x8 
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Stagger Power. al aaacis sl  darng Crom 
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taggen Power chyncn eeachs an a eames vt 
Saggernd ee Uucnetes m an 


Sageras Level we Boise Permanent D Notar sasgerng. 


Condatonal Changes: Stagger Decay 10 when stoggerad, back to 20 when taggerad dura stagg | Seng. SD when Angry! Physical and Moge Dames 
Moers: 150% when staggerad 
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Saggered eve) ne Boten Pamm, e Mete agens 
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Schemata Preparations 

« Electronica or Woodland Walker garb 
« Physical resistance accessories 

« Lightning- or Wind-elemental abilities 
« Imperil and Slow abilities 

« Brave Thief and Jump auto-abilities 


Overview 

« Chocobo Eater hits extremely hard, 
especially when it powers up, but 
this battle is much simpler if you've 
completed the main quest in Yusnaan 
and acquired the Ghostly Hood. All of 
its attacks are physical, which means 
you can shrug off its damage as long 
as you guard. For the riskier and more 
technically savwy player, Evade is 
effective against almost every enemy 
ability, enabling you to avoid damage 
completely with good timing 


Begin the fight by inflicting your 
ailments and building up the 
Stagger Wave. A stagger results in 
an Unshelled effect, increasing the 
effectiveness of spells, but at lower 
levels of development, you should 
aim for a Level 2 stagger (see page 
266), which applies a permanent 
Broken effect that makes it easier for 
vou to trigger additional staggers as 
the battle wears on. 


As Chocobo Eater is preparing 
to power up with “Should | Cook 
Them?”, reapply any ailments. When 
the enemy uses “So Hungry!”, it gains 
Haste, Bravery, Veil, and Protect. For 
this reason, it is recommended to 
prepare either Deprotect or Imperil 
as the most recent ailment before 
this occurs, as the effect will persist. 
Between its attacks, steal its Haste 
and Bravery with Heavy Slash, 
continue to build your stagger, then, 
switch to your hardest physical 
attacks to deal damage once your 
target is staggered. Eventually, the 
enemy will become “Satisfied”, 
reverting to its normal behavior until 
a new cycle begins. 


elf you are caught without the 
opportunity to equip the Ghostly Hood, 
be sure to Perfect Guard against the 
Chomp attack, which inflicts grievous. 
damage. It is worthwhile to note 
that all attacks enjoy a large stagger 
modifier during Chomp, should you 
feel intrepid enough to attempt an 
interruption. 


« When you have EP to spare or are sufficientiy 
strong, consider equipping the Thom of 
Courage and Overclocking with physicals after 
the initial rounds of ailments and spells. 


Power Play and Last One Notes 

« Against the immensely strong Chocobo Eater 
{itis to your advantage to unleash an all-out 
offensive during a Level 1 stagger and defeat 
the enemy without ever having to deal with 
“So Hungry!” 


The Splendid Admiral garb is highly 
recommended for its Transform Bravery auto. 
ability In addition, you should carry an Enthunder 
or Enaero Potion in your stock of Recovery Items. 


ABILITIES 
CONDITION ABILITY 
Attack 
(right arm) 
Physical 
Attack 
(left arm) 
Bite Physical 
Default 
So Hungry! Special 
Suck In Physical 
After Chomp Physical 
“So Hungry!” 
Chefssecret DS 


Fire, Ice 


« With efficient aggression, you should be able 
to induce a stagger in less than thirty seconds 
(see page 295 for possible setups). Once you 
stagger, cast Slow and expend all your ATB 
to trigger Transform Bravery with Splendid 
Admiral. Throw your Enthunder or Enaero 
Potion and then Overclock repeatedly. Three 
Overclocks should be sufficient to down the 
beast in one concentrated damage burst 


« If these tactics are not feasible for whatever 
reason, the Ghostly Hood and Warrior Hunter's 
Mask will keep you alive while you whittle 
away the enemy's remaining HP. 


1.00 
10% 50 65 (0: 75) 
110 
1.50 10% 65 65(0: 75) 
- _ 60 100 
0 - 20 80 
3.00 10% 90 80 
0.833 + 
08323 10% 60 80 


HORTNIND RETVONR: 


SUMMARY 


Use Lightning- or Wind-elemental spells or 
A0 en Le De 
make subsequent easier to achieve. 


power through a Level 1 stagger for à quick end 
to the fight. Equip the Ghostly Hood as a safety 
measure. 


Fr ie 
F4 > 
Haste: 500s 
Bravery; 500s 
v Protect: 500s 
Veil: 60s 
Daze (against Lightning): 
110/10s 
PA E 
Pe 
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FERAL CREATURES 


Schemata Preparations 

« Woodland Walker garb 

« Physical resistance accessories 

» Wind-elemental abilities 

« Status ailment resistance accessories 
 Imperil, Slow, and Poison abilities 

« Brave Thief and Jump auto-abilities 


Overview 

« Compared to its relative, Chocobo Eater, 
Earth Eater has vastly superior defenses. N 
Its attacks can be just as powerful as 
Chocobo Eater's, so the Ghostly Hood is 
a handy security blanket if your HP totals di 
are low. 


° ddINEEONEEENE Li hd ® « You will need Wind-elemental abilities | 


re an an) a GBE Hi] ie in! Pan ie ee to stagger efficiently. Furthermore, it is p 
important to trigger a Level 2 stagger (see 

A 0 ON ND NG MODE CN LG CMG GD ED OM EM LO OE ID page 266) at low levels of development. 

This confers a permanent Broken effect 

‘and makes subsequent staggers easier to 

achieve. Fortunately, there is no significant 

benefit to fight this enemy early in the 

game. Later on, setups utilizing Jump 

become quite effective as well ie 


3 -s so me Pere ech db etch, 
rc mach ng TU Si Trem Wte” 


vennen = - - 0 mgee gheen amie ond Wader « When Earth Eater is staggered for the first 
nr en! time, the resultant Infected status makes 
za En N Fen hee Leeg met maps sachs dl e, the rest ect - 


it susceptible to ailments such as Poison, 
which you should prioritize. It also loses 


its resistance to physical damage. 
‘Cendeonal Changes Wan sggered: Stmgoer Poet» 300 Stagger Decay» Man Wave Provervotn 601 Srengn 0 win Angry Pora Demage se 
Mosster 200% aen ztapgered « The enemy ability “Il Don't Feel So Good. 


will inflict multiple ailments on you after 
repeated usages, even if you guard. You 
can equip the Passion Rouge garb or the 
Satin Serunchie head accessory to resist 
this, though Evade enables you to dodge 
this attack {as well as “Like I'd Let You Get 
Away With That!”) completely. 


Stapgares (Lawet 2) hd Broken Pormanent e No rwmer apgenag 


» Earth Eater is able to bestow Bravery 
and Haste upon itself with "'m Getting 
Angry!”. Triggering Brave Thief is your 
best response, enabling you to claim its 
offensive buffs as your own. 


» Generally, you should take advantage of 
every stagger you inflict and go all-out on 
the offensive. If required, Overclocking 
and combining Imperil with an Enaero 
Potion will help to prevent it from 


® Soo LOEEEER e a ° ® powering up and tuning the bat into a 


lengthy slog. 


ctwomon_ oumamon ASW EM ve 
lide, ie = Stmgoer Poower. sbyucnl anacha and Wet embed 
mn a van emmen mage icin L 
Sunreqvent Stagger hd Intocted. ed u a en neen 
Smgoes e oe en meen 0 Notering 


(Condens Changes Staggte Poot IO wen stoggered | Stagger Decay IO ben saggered | Mat Wave Preservatn 0 when saggered | Zwengen 130 
men Aogr Pryscal Damage Moser ZI wen taggere 


HETMIND RETYOND. 


Power Play and Last One Notes 
If you fight Earth Eater O after defeating 
Skata'ne O, you should equip the Enlister's 
Gloves to improve your offense. Your strategy 
should be similar to that used when facing a 
| normal Earth Eater, with Poison taking on a 
very important role and more liberal usage 
of Overclocking encouraged. A Schema 
with very high Stagger Power, such as one 
that utilizes Jump, and a well-timed Enaero ® BESTARY 
Potion are highly recommended (see Dragoon 
and Overclocker Schemata setups, page 
291). Remember to trigger Transform Bravery 
from Splendid Admiral on a timely basis to 
maximize your damage during stagger. The 
Warrior Hunter's Mask will enable you to 
steal any Bravery effect the enemy invokes 
and the Ghostly Hood is your fallback against 
the most severe attacks. 


The Sapping Hood dropped by the Last One 
improves your physical resistance while 
bestowing any equipped Heawy Slash with 
Protect Thief, 


SUMMARY 


Use Wind-elemental abilities or Jump to stagger. 
Trigger a Level 2 stagger to make subsequent 
staggers easier to achieve. Poison is useful to 
deplete the enemy's health after the first stagger. 
Steal the enemy's buffs with Brave Thief after 


Imperil to maximize damage during staggers. 
Dodge "I Don't Feel So Good.” with Evade and 
equip the Ghostly Hood as a safety measure. 


VARIATION COUNTE 
Attack 
1.00 
left a, 
dd Physical 10% 50 | 60(0:70 / 
Attack ad 
(right arm) 
Bite Physical | 1.50 10% 65 | 65(0:70} / - 
a Debrave: 120/20s 
Default à at 10(Q:30) Defaith: 120/20s 
IDontFeelSo ps 0030 2% 75 (0:90) d Deprotect: 150/500s 
Good... Poison: 150/30s 
080 30 Pain: 100/10s 
Haste: 500s 
I'm Getting Bravery: 500s 
Angry! Special | — 5 hel 100 % Vigilance: 500s 
Veil: 60s 
Suck In Physical _— = 50 / 80(0:90) / - 
After rd Physical ‚300 10% 65 60(0:90) / 
“fm Getting : 
Angyl” Like Fd Let 020: 2% 
YouGet Away Physical 65 | 60(M:90) / 5 


With That! 230 10% 
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ENT Overview 

« Perhaps the most technically demanding battle 

en in the game, your match against Aeronite is _ 
strictly timed. You will have approximately three 

minutes to stagger from when the battle begins. 

After you stagger, you'll have another three - 
minutes to reach the next stagger. This continues 
through to a fourth and final stagger. If this timer 
ever expires, the enemy will immediately leave 
the fray. The next time you encounter it, all of its 
health will have regenerated. 


« Our strategy here offers a reliable way to win on 
a first playthrough. For best results, you should 
set up your Schemata as shown. Given that you 


AERONITE need Equilibrium+, complete your preparations 


by the end of Day 12, then engage Aeronite early 


in Day 13 to allow time for the Ultimate Lair. 
edededediediedendededeededendendendenddd Purchase at least tree revival iem, as vel 


nn MO MEN ES AEN LN ENG HN LN PEN KO as an Enaero Potion from Ruffian. Bring along 
on EM OO EN, NE BER KES SME (OE AEON HO OO SNG DENS LE an Ether or two to be safe. Finally, fill out your 
mm ee 0 wu we we recovery items with Potions that grant Bravery 
en nr 0 9 OE 0 Oe ee if you can, 
anne ee ee ee 


« Start of Battle: Aeronite's attacks are powerful 

and frequent; weaken them with Defaith and 
nn Debra, each of wich wil require wo casts 
to inflict successfully. Open with Defaith in 
priority, as Aeronite will always begin with a -ra 
elemental spell. The enemy’s actions will mirror 
your own, If you use physical attacks, it will use 
short-range abilities. If you stand at range and 
cast spells, it will do the same and occasionally 
use Black Hole to draw you closer. You will rely 


so StaggerPomer ul atackal 


me e No ture staggering, 


(Condtional Changes: Stagger Pon: 110 after 15 atagge 100 after 2nd stapper 2000 ater Sr stagger 


SUGGESTED SCHEMATA 


Splendid Admiral Soldier of Peace Equilibrium+” 

| Gridanian Sigil or Blasphemy Noblesse Veronique Noblesse Veronique 

| Fot Enten Wals rl, 

[ Preta Hood f kj Soul of Thamasa | or Wario mers Nask 

Runic Ring White Strap Enlister's Gloves 
woe e Shadowbind Í Defaith 
© | al Guard Light Stash ë 

| PE Ee Heaw Slash | > | 

| © | en Aerora (Wind-Attribute Attacks +10%) Ruin 


* Engloitte Standby ATB Recovery mutatis ten as you can Far example, vou can atc vary fy to Eaulirums between the st and second parts of Megaton Break or medal ster Heftre or between de stand second 
200 Nasolhe enemy mwge combo Even be smalst of bonaset to vechargeng yaar zaggering Schema wel accumulte ben inrohed repeatehy and help to speed up De bete 


on magic for staggering and physical attacks 
for damage. A good rule of thumb is to cast 
your -ra spell once or twice in „f and finish the 
combo with two finales in >. Be sure to always 
switch back to „/ to guard when necessary. 
Generally, you should follow this sequence by 
using to preserve your Stagger Wave with 
Ruin and refresh both Debrave and Defaith 
constantly. This approach balances your ATB 
usage across all three Schemata. Whatever you 
do, guard against Aeronite's swipes at all costs. 
Otherwise, you will be knocked all the way out 
to the edge of the battlefield, wasting precious 
seconds and Stagger Wave progress. Guarding 
against both parts of Megaton Break — the 
initial physical attack and the follow-up Quake 
—is also a necessity. 


Level 1 Stagger: Chaos's Revenge is a huge 
boon to your offense; as soon as the Stagger 
Wave pulses red, switch back to „f and unleash 
a couple of spells to stagger immediately. Once 
staggered, Aeronite will immediately unleash 
an abrupt, multi-hit Roar that will miss you if 
you are far enough out of range (this applies to 
all further staggers too). Continue to follow the 
same procedure to reach a second stagger. The 
enemy will begin to cast -ga elemental spells, 
as well as Painga and Fogga. During this phase 
of the fight, Megaton Break will take longer to 
charge, but is also more powerful. 


«Level 2 Stagger: Aeronite becomes much 
stronger now, setting aside Megaton Break 
in favor of its ultimate move, Hellfiare. This is 
executed relatively quickly and, unless Perfect 
Guarded, bypasses the effects of the Preta Hood 
and penetrates your resistances. If you see an 
incoming Hellflare, immediately cast several 
Ruins and prepare for a long interruption. Note 
that you can avoid being launched by Hellflare by 
guarding with an active Vigilance or with a well- 
timed item, but your challenge will be to survive 
the hit so as not to lose the positive effect in 
either case. Ensuring that Debrave and Defaith 
are constantly in effect is absolutely vital for 
survival. Furthermore, its single swipe attack 
turns into à two-hit combo that first launches 
you, then knocks you back. This is incredibly 
disruptive, so you need to guard vigilanty. 


« Level 3 Stagger: At a distance, Aeronite will 
occasionally cast the ultimate elemental spells: 
Flare, Chill, Surge, and Tornado. Otherwise, the 
enemy's behavior is identical to that exhibited 
during the previous stagger. 

« Level 4 Stagger: Aeronite will finally collapse 
and be unable to respond with Roar. In fact, 
its only actions in this state are -ga spells. 
Additionally, it will now take 500% damage 
from physical and magic attacks! immediately 
throw your Enaero Potion and cast Deprotect 
and Imperil. Trigger Transform Bravery or throw 
a Bravery Potion and begin your assault in 3. 
Use combos of one Light Slash followed up by 


à perfectly timed Artemis's Arrows for massive 
damage. Once your ATB runs out, switch to 
and Attack while recharges. Repeat this 
process and maintain all status effects; trigger 
Transform Bravery again by refreshing Deprotect 
and Imperil as necessary. Continue to guard 
against enemy spelis and keep your health up 
so you do not suffer an untimely knockout and 
lose your Enaero effect. Eventually, you will 
succeed in depleting the enemy's massive HP 
pool and claim victory. With superior execution 
‘and minimal usage of EP and items, you should 
be able to obtain a perfect five-star rating with 
points to spare. If this is not a concern and you 
are feeling uneasy about the time limit, though, 
start Overclocking and throwing Ethers. 
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Schemata Preparations 

« Firewyrm or Thunderbird Bracelet arm u 
accessory 

« Slow ability 


Overview 
«This _plodding mechanical _unit 
may catch you by surprise with its 6 
relatively quick strikes in the field, so 
be sure to avoid Poor starts against 
such a weak foe. 


You can easily take advantage 
d of Hoplite's natural _elemental - 
0 weaknesses (Fire and Lightning) with 
EEEEEEDDDDENT DT ER 
enn von en a om oe 0 0 a 0 0 oe a a wo or inflict Slow to delay its already 
sluggish movements while you focus 
on a different enemy. 


«Last One Note: Simply exploit 
Hoplite O's elemental weaknesses 
and it should fall without much delay. k 


Saggeed u - - 510% __Nofurther suggedg. Damage al atcks d 


ssovoongorEEgHss, 


wen wos vas mos Hos mon 0 0 o mw 


angen « S1OK __ Notrther staggeting Oemage al ansch,d. should be explaited for a quick victory. 
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® BESTIARY 


« MAN-MAOE 
UNITS 


Schemata Preparations 
« Firewyrm Bracelet arm accessory 


Overview 

„The Flanitor is extremely easy to 
stagger when attempting its Rescue 
spell, leading to its quick demise. 


« The Velvet Bouncer garb, with its 
default Blitz ability, is often capable 
of eliminating an enemy group 
consisting of a Personal Guard and 
two Flanitors with only three uses 
of Blitz targeted at the Personal 


Guard. 
ss ss 
conomon _ smecenronn SME Mt, EEN smaad woostas 
Be Pean il dl ben, 
oet m » vaan nn NE SUMMARY 
S to ú attemy 
coon own ME OE EE sabers ooo nerts afkomt bi, 


this enemy to use Rescue. Use Fire- 
Staggered & = e ° Noturther staggering Damage: al anachs . elemental abilities for an easy victory. 


Schemata Preparations 

» Thunderbird Bracelet and Thorn of Will arm 
accessories 

« Lightning-elemental abilities 


Overview 

« This machine attacks with Rush and Energy 
Blast. Both abilities take a long time to 
charge; the latter can inflict Curse. 


« Gertrude is resistant to physical damage, so 
employing Lightning-elemental spells to hit 
its elemental weakness is the best way to 


GERTRUDE deal damage 


» By contrast, the most effective way to 
stagger this foe is to use physical abilities 


SSN EOESDEBDBED … … io, son, oex oom or 


menma esn we Sparkstrike as itis charging its attacks. 
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SUMMARY 


cavormon 


cmeron 


5 si Noem angen Damage et macha S. 
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Condon Changes: Pryscat Damage Modifier 100 when chargng and once tanger 


MN EN Sct rp: 
zes pe m5 pel « Thunderbird Bracelet arm accessory 
« Lightning-elemental abilities 
me kend had hd hd « Deprotect and Imperil or Curse abilities 
Overview 
« This enemy is likely to employ Rush several 
times in succession. The attack is not 


especially damaging but will launch you 
into the air if you don't guard it 


Ë Einer Col 
nn 


By guarding effectively against Rush and 
following up immediately with physical 
or Lightning-elemental attacks, you can 
stagger the enemy and put a stop to its 


DESDEMONA 
frenetic movements. This is also the best 
KEEN K) Ee ) ® js} [+] @ & | a ® 8 &® way to farm the extremely useful Beat 


wenen en nn ee nn ee On Down ability. 


« Another option is to inflict Deprotect and 
Imperil and simply hack away with physical 
attacks, ideally with the Thunderbird 

sragarm von p= =i x TAGGER MD Bracelet equipped. As long as you sustain 

the string, you can interrupt Desdemona 

betu zo hl mo lr ter ennn and me it from ever ern the 
offensive. 
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SUMMARY 


abilities, To stagger, use physical or Lightning- 
elemental attacks immediately after Rush. 
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« gesTan 
„ MANMAOE 
Schemata Preparations oid 
« Splendid Admiral garb or Thorn of 
Courage arm accessory 


« Thunderbird Bracelet arm accessory 
« Lightning-elemental abilities 


Overview 

„Simply a tougher version of the 
Desdemona that is ailment-proof 
until staggered, Desmond presents 
only a mediocre challenge if you have 
previously become well-practiced in 
guarding against the Rush attack. It 
is recommended to take the initiative 
with a Bravery effect, either through 
the Transform Bravery auto-ability of 
the Splendid Admiral garb, if you have 
access to it, or the Thorn of Courage. 


SUMMARY 


Stagger by using physical or Lightning 
attacks immediately after Rush. 
Staggering also increases damage 
‘taken by the enemy. 
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AN-MADE UNITS 


Schemata Preparations 

« Fire-resistance accessories 

« Watergod Bracelet arm accessory 

* Heavy Slash, Evade, and Imperil abilities 
« Beat Down or Ice-elemental abilities 


Overview 
« Dreadnought is a ponderous foe, but hits hard 
when it finally does act. It has innate ailment 
resistance, so you will require twice the usual u 
dose of spells to inflict your ailments of choice. 
In addition, it will use Steam Clean to rid itself 
of ailments and replace them with a Veil effect. d 
Staggering is only possible with Ice-elemental 
abilities. 


EX) Ke] Kol Ee } & js} B @ Lo} | [=| B & @® You cen easily destroy the enemy's arms by 


een) U ES a en LE Va a a EGA Et as VA A employing a strong attack such as Heavy Slash 

after a swinging attack. Destroying an arm also. 
A EG OM MON MEE AO EO ICM OSE GEN KO KES EN ME OE OON ENG EE temporarily disables the Dreadnought. Once 
both arms are gone, Dreadnought will try to 
use Wrecking Ball. Fortunately, all subsequent 
damage dealt to the enemy quadruples, ailment 


conamon 


Stagger Poma vince mes aant eme. 


Oels ps : pe n vecht; Garn Wreching Bal, ce-enband stack resistance decreases, and Stagger Power 
meden en aen increases dramatically during Wrecking Ball 


In addition, it becomes susceptible to launch 
by Blizzaga or the Purple Lightning garb's Flood 
once its arms are destroyed. ï 


« Interestingly. the Dreadnought has fairly short 
range and highly telegraphed abilities. All of its 
attacks except for Flame Cyclone and Wrecking 
Ball can be dodged by using the Evade ability, or 
by simply casting spells to jump backwards at d 
the right time. This makes Evade a very useful 
ability in this fight, especially when utilized to 
roll to the side and target Dreadnought's arms. 


Power Play and Last One Notes 
« At higher levels of development, you can 
ignore the arms completely and go for the 
quickest stagger possible. For example, you 
can altenate between two Schemata equipped 
with Beat Down or Jump, powered by the Auto 
Enfrost effect of the Watergod Bracelet. The - 
Heartstealer garb is ideal against this enemy, 
as you can also make use of its native Evade. 


e Against Dreadnought OQ. a similar dual- 
staggering setup offers the most efficiency. 
Destroy the arms with Heavy Slash and focus on 
using Beat Down/Jump relentlessly otherwise. 

® PY) B] P) Pe} Bas Boa BBB, ® Keep Blizzaga or Flood on hand to launch in 

case the enemy attempts to use Wrecking Ball 

OR, EE, OOM OR OOR MN CN CM ND IE MR) CN VE MN A Don't hesitate to Overclock if you want to take 

wenen nn nnn nnn nnn advantage of Auto Enfrost early in the battle. 


SUMMARY 


There are two ways to approach this fight. The d 
first is to relieve the enemy of both arms and then 

stagger. The second is to ignore the arms and go 

= pen _ n straight for the stagger. Either way. you should 

conorrion Ĳ 5 =p een ea 
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LIGHTNING RETURNS. 


KEEP __EVADE& COUNTER 


ADDED EFFECT 


Attack Physical_| 1.00 5% 50 95 / 
Pulverize Physical_|_ 250 95 / - 
Incinerate | Magic. Fire | 300x1-2 3 95 / = 
Default 
Physical, Fire | _050 65 
Hame 5% 90 x Deprotect: 30/40s 
Cyclone 
Magic, Fire | 200x4 Kl 
Steam Clean _ Special = 5 95 x Esuna, Veil: 60s 
Pulverize Physical | 060 5% 65 95 7 5 
Ams 
Destroyed | Wrecking | pnysical,Fire| 500 65 95 x = 
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Schemata Preparations 

« Two of Ignition, Watery Chorus, Electronica, or 
Woodland Walker garb 

« Beat Down ability 

« Deprotect, Deshell, and Imperil abilities 

« Brave Thief auto-ability 


Overview 

« Aster Protoflorian will cycle through the four 
elements with its signature Exoproofing ability, 
which enables it to absorb damage of the specified 


, 
element and become weak to the opposite element 
ASTER PROTOFLORIAN (Fire versus Ice and Lightning versus Wind) 


» Exoproofing also bestows the enemy with a buff 

CSO EEEEBEBEBLS to: on ons stout) be stoten win te Grave 
voos soon toon won ss ves 0 Om w xn n B u nn » U w Thief auto-ability, accessible at an early stage in 
the story through a combination of the Battleaxe 

of the Believer weapon and Heawy Slash. Typically, 
Exoproofing: Fire casts Bravery, Exoproofing: Ice 
casts Faith, and Exoproofing: Lightning casts Haste. 


ad ed en DD ergens enplong Eaprotng weta a) Exoproofing: Wind casts Regen, which you cannot 
take for yourself. 
canomon__ oua 

« Be onthe lookout for Cranial Plant, which can launch 
prater “ Panel ike rn you into the air, subjecting you to Bulb Smash if 
u men EE unguarded. Manadrive Missile is also noteworthy 

eg & eem Kad WOR Damage a atc d. for its relatively quick execution. 
pe « When staggered using elemental spells, it will take 
ee sd e ne fimer" | nn nege ene ee additional damage from the element that was used 
Cada Change Sue Dear Stan zage reg Lvl ager | emertsl Damage ier dr Epen sr wek men. 0 trigger the stagger. Staggering is also possible 
lan ra ee once with high Stagger Power physicals such as Beat 


Down, which will inflict a Pained effect on the enemy, 
so be prepared to guard against Manadrive Missile. 

A Level 2 stagger, only possible with physical attacks, 
enables launch and the use of an extremely powerful 
contextual command called Smite. 


« At low levels of development. using two of Ignition, 
Watery Chorus, Electronica, or Woodland Walker 
is ideal to cover all four elements if you equip two 
elements to each garb. This ensures that you will be 
able to hit its Exoproofing weakness no matter what 


Power Play and Last One Notes 

« Given that the Aster Protoflorian begins the battle 
with normal resistances, you may opt to end the 
battle quickly with an application of Imperil and 
equipping an auto-elemental accessory and either 
the Thom of Courage or Thom of Will. This works 


GSOSOINEEOEEEERDPEE ever Overclock immediacel 


Wok Wo ton von no B 9 B nnn » Against the Last One, the previous strategy makes 
for a good opening, but you can also use the 
Transform Bravery auto-ability from the Splendid 


saaanron 5 ar sugum woones Admiral garb in lieu of the Thorn of Courage. Reach 

Dear El Mi we . Stagger Power persen acts v) mape emscha Level 2 stagger with Beat Down setups to maximize 
hmsa ee your damage. Poison is also recommended. 
Cold OUMEN pct stain waoens 
nnpeed EN Paed ze mn mt mage SUMMARY 
Suggereer wan Len At low levels of development, use all four elements 
Bemert oppert ol me beemd amen Smeer anc mage a and jrk ta beki 
asl favored on stronger characters. Be sure to carry Brave 

Suogered Laver) “umts OVO Noteer stggerieg Damage alsa Thief to steal any buffs granted by Exoproofing, 


(Conétional Changes: Stagger Decay: when taggered, 0 during Level Zstagger | Bemal Oamage Mader dury Exoprocfing, 0% lar weak clemens, 
100% for ong element. ON lor the anar a lamers 


MAN-MADE UNITS 


HEHTNING RETUANS. 


Û KEEP _EVADE & COUNTER ADDED EFFECT 
wach (right ep 
an Physical 10% 35 65 Má 
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Schemata Preparations 


Overview 


SsovooNKOCEEERORS 


cen vaan voos soon 100% 


Ki Stagger Pemer 1 


Use the Thom of Aggresston to prevent 
being interrupted by multiple enemies. 
Area-of-effect abilities can launch 
rather easily. 


Cannon Changes: Sagger Decay 1 when zagen 
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Notuntherataggerng Demage: al stacks 15. 


‘Schemata Preparations 
« Area-of-effect abilities 


erview 

« After you have completed the main 
quest in Yusnaan, Personal Guards in 
the field remain neutral toward you 
until deliberately provoked. To pick 
a fight. simply attack them as you 
would any other enemy. It takes two 
hits before they turn hostile; attack a 
third time to initiate the battle. 


Personal Guards have some innate 
resistance to ailments and are 
capable of using various restorative 
items. Otherwise, they will merely 
shoot with their guns, which, while 
disruptive, are not overly harmful. 


When accompanied by Flanitors, you 
can easily eliminate the entire enemy 
group at once with strong area-of- 
effect abilities such as Blitz when the 
machines move to heal the Personal 
Guard. 


SUMMARY 
An insignificant enemy, Personal Guards 
deld 


are the most temporary of 
even if accompanied by Flanitors. 


Schemata Preparations 
« Area-of-effect abilities 


Overview 

« This enemy can inflict Deprotect on 
you and summon reinforcements, 
but has no special resistances and 
is easily interrupted. Area-of-effect 
abilities work well against groups. 


The Fanatic can drop Sickle of the 
Faithful, which carries the Protect Thief 
auto-ability. You can use this to remove 
defensive buffs from enemies and 
apply them to yourself, but in practice, 
itis overshadowed by the more useful 
Battleaxe of the Believer and its 
complementary Brave Thief auto-ability, 
which works on offensive buffs instead. 


« A constant fixture in the Den of 
Shadows once you unlock the map 
area during chapter 1-5, the Fanatic 
becomes functionally “extinct” after 
you complete Luxerion's main quest. 


SUMMARY 


« BESTIAAY 
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Schemata Preparations 
« Wind-resistance accessories 
« Lightning-elemental and Imperil abilities 


Overview | 4 
« Noel presents a good opportunity to 
practice Perfect Guarding to build the 
Stagger Wave. Combine this with abilities 
that target his _Lightning-elemental 
weakness and you should be able to take 
out a large chunk of his HP with a stagger. 


During an ongoing stagger, try to achieve 
a Level 2 stagger: this makes Noel 
susceptible to launch, setting up severe 


SSO0ONEEUEDEEDBED _ noe rom a snie iste 


B «2 eee oe oe en ee eee ee «Watch out especialy for Noels ailment- 
inflicting attacks: Imperil Strike, which 
can inflict the titular ailment and increase 
the power of his Wind-elemental 
Oetauit Kel ' ed » Stagger Power: pnyical asch nl, apel abilities; Slow Strike in the latter half of 
the battle, which inflicts not only Slow 
but also Deprotect and Deshell when 
successful; and Daze Strike, which leaves 


leed ne meen ach vou momentarily vwinerable to a strong 
veen en en ade 
* When Noel uses ATB Charge, he will gain 
Petourtsage NO Gd me cn Vigilance and prepare to perform a longer 
Physical Staager F5 pe kee string of physical attacks. You can actually 
(level ares, meen. use this to your advantage by Perfect E 
Guarding the additional hits, building up 
the Stagger Wave even further. 


Things get more serious after he has lost 
half of his health. This triggers Blessing 
of Shadows, which bestows Haste, Shell, 
and Enaero, as well as more powerful 
attacks such as Gale Fang and Meteor 
Javelin. 


Power Play and Noel Kreiss+ Notes 
« If you bring along a Warrior's Potion or 
Enthunder Potion, both available from 
the wandering Wildlands merchant, you 
can play extremely aggressively after - 
inflicting ailments (including Imperil) 
and staggering. Overclock to deal large 
mounts of damage, which can bring the 
fight to a quick conclusion, especially if 


SsvvorNKONERERe, you also set up Smite. 


KN eeen nnn Aside from a change of wardrobe and 
slightly improved parameters across the 
board, Noel Kreiss+ presents exactly the 
same battle as his default counterpart. 


SUMMARY 
Power oss anachs Target the enemys Lightning-elemental 
Pc Suooer « mn Serre 5 rbp ennn 
Magee . EO ent 
Perlect Gard Sagger Eke àl 
Pier hinand Kd Kad Eedenleded Ne turther ctaggerng 


lvl) 


HEHTNIND ARTVENS. 


ABILITIES 
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Schemata Preparations 

« Physical or Ice-resistance accessories 
« Fire-elemental abilities 

« Imperil ability 


Overview 

« This fight challenges your ability to 
react quickly and respond accordingly 
to enemy attacks. Snow will begin 
with simple moves such as Blizzard or 
a basic physical attack (punch or kick). 
Eventually, he will use Chaos Charge. 
His vulnerability to stagger will 
increase, providing encouragement to 
be aggressive and disrupt him before 
he can finish charging. If you do not 
stagger him, he will gain Bravery and 
Faith, making his attacks much more 
damaging. 


« The type af attack you use to stagger 
wiggers an added effect that boosts 
damage from the opposite type. 
Therefore, it makes sense to set 
up one physical Schema and one 
magic Schema, with one focused on 
staggering and one on dealing heavy 
damage after reaching stagger. Your 
third Schema should be used for 
defense and inflicting ailments. 


® A successful Chaos Charge will be 
followed by three powerful moves: 
Impact Driver, Brutal Bash, and Chaos 
Geyser. After these moves, Snow will 
Cooldown, reverting to his regular 
behavior. 


« After losing half of his health, Snow 
will power up, performing two-hit 
physical combos as his basic attack 
He will also begin to use the powerful 
multi-hit ability, Sanctify, as well as 
Cloak of Chaos, which grants Protect 
and Veil effects. 


® Snow is capable of countering your 
abilities to great effect with Riposte 
and Recast. You should definitely 
avoid the damage type associated 
with these abilities when they are 
active and opt for the other one 
instead. In other words, cast spells 
against Riposte and use physical 
attacks against Recast, 


Power Play and Snow+/Snow++ 

Notes 

® Exploit Snow'sFire-elemental weakness 
with the appropriate abilities, as well as 
buffing items such as Warrior's Potions 
and Enfire Potions. If you stagger him 
before he can complete Chaos Charge, 
inflict ailments and buff yourself, then 
Overclock to deal a concentrated burst 
of damage, it is possible to lower the 
battle duration drastically. 


SUMMARY 
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essooNKOOEOHHORs, 
B 5 en el a aj 
BO eeen enen 


TRAGEN WODIERS 
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prevent Bravery and Faith and watch 
out for his counterattacks. Heavy kriel eee me Notre sot Damage omeen 
specialized Schemata are most 
efficient in this battle (see page 295). pe em ter Deegen 
Gooaonsl Changes Sger Decay 20 wen stggered wide charging 
ABILITIES 
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« Eventually, Caius will shift to Ravager. In this 
mode, he will unleash multi-hit elemental spells 
such as Frostbuma and Thunderstorma while 
simultaneously gathering energy. When he 
has finished doing so and is “Ready!”, he will 
unleash the highest-tier elemental spells in the 
game (Flare, Chill, Surge, and Tornado) one after 
the other, After this, he reverts to Commando. 


« Caius has a couple of final tricks up his sleeve. 
Absolution removes up to three inflicted 
ailments and bestows Bravery, Faith, and Veil. 
After he has taken enough damage, he will use 
Body and Soul, which bestows a whopping five 
buffs: Protect, Shell, Haste, Bravery, and Faith. 
These can all be countered with their opposing 
ailments, although you could certainly steal 
the offensive ones with Brave Thief, most 
likely activated with Heavy Slash on a Schema 
equipped with Battleaxe of the Believer. 


» After all this, what is the best way to damage 
him? Fortunately, Caius is susceptible to many 
standard status aiïlments, including Imperil, 
which renders him weak to all elements. The 
Element spell and various -ga spells you should 
have acquired en route to this fight are all 
incredibly useful, In fact, you can interrupt him 
repeatedly with -ga spells if you inflict Curse. 


ABILITIES 
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» Beyond these basic principles, it is important Power Play Notes 


to realize that you essentially have to match « 
him blow for blow in order to stagger. Only 
physical and elemental attacks contribute to 
stagger against Commando mode and Ravager 
mode respectively. If your timing is good, you 
can stagger in Commando mode (Jump being 
very effective here) right before he switches to 
Ravager mode. With the Broken effect in place, 
stagger again with your element of choice and 
follow up with massive damage by taking 
advantage of Parched, Exposed, Conductive, 
or Brittle. 


« To improve your survivability, you should carry 
magic and elemental resistance, as well as 
the Defaith ability if you have it. Debrave also 
helps against Commando mode if you have 
room for it. If you have completed the main 
quest in the Dead Dunes beforehand, the Preta 
Hood accessory can be a lifesaver in this fight. 


SUMMARY 


It should be clear that the least frustrating 
strategy to use in this fight is a well-prepared 
Power Play. Bringing alang a Warrior’s Potion 
and any sort of elemental Potion is a critical 
first step. Set up an initial stagger with Jump 
after inflicting Deprotect and Imperil, Use 
your buffing Potions and then Overclock twice 
in succession with your strongest physical 
attacks. If your stats are high enough, you 
should be capable of depleting the entirety of 
Caius's HP all at once. Otherwise, time your 
stagger toward the end of Commando mode 
in order to make use of the added effects as 
previously detailed. 
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Overview 

© The final battle against Bhunivelze consists of 
four distinct phases. There is no break between 
any of them, so your Schemata setup must be 
well equipped to handle each one. As usual, 
our specific recommendations focus heavily 
on offense. and while it may take one or two 
attempts to become familiar with the enemy's 
abilities and patterns, you will ultimately be 
better off mastering the strategic principles 
behind staggering and dealing damage quickly 
to avoid the more severe attacks in Bhunivelze's 
arsenal. This is especially true if you wish to 
acquire the unique Double Deity weapon, 
which has a low drop rate. If you are in pursuit 
of this item, replace the Dawn Gauntlets listed 
in our suggested Schemata setup with the 
Beggar's Beads, as there ís no gil reward for 
this battle anyway. 


« If you do nat have or cannot afford two Demon 
Claw weapons and Noblesse Veronique 
shields, use lower-grade versions of these 
pieces of equipment. Bring along healing (and 
possibly revival) items to cover your bases, 
especially if you do not have an Ether. You 
should fill your EP to maximum by fighting Set 
enemies in the previous area prior to opening 
the final door. 


« Ist Form: Bhunivelze will open with Doom, 
imposing a time limit for the first phase of the 
battle. He uses basic non-elemental attacks in 
addition to ailment spells. Though many of his 
abilities are disruptive, they are not especially 
dangerous. Use Deprotect and Imperil and 
exploit the induced elemental weakness with 
physical attacks. Trigger Transform Bravery to 
power up your attacks even further. Use your 
dual Jump setups to stagger. This causes 
Unprotected, which should enable you to finish 
off this phase quickly. 


» 2nd Form: After creating a set of roaming mines 
with Monad Beget, Bhunivelze will focus on 
using elemental spells, which can be powered 
up further after using a corresponding Spirit 
ability that alters his elemental resistances. 
Refresh Deprotect and Imperil constantly and 
follow the same stategy until you stagger 
this form. This produces an Unshelled effect, 
enabling you to deal more damage with your 
equipped elemental spells. Alternatively 
wigger Transform Bravery if possible and 
continue to hack away with your physical 
attacks. Be sure to guard against Wings of 
Destruction after adding Stagger Preservation 
with Attack or Light Slash. 


*2nd Form (Genethliac Hymn): When _ health up when you anticipate its arrival. As 


SUGGESTED SCHEMATA 


Bhunivelze begins to charge this attack, shift 
all your efforts to staggering. At this point, 
Lightning will have to leap into the air to use 
physical attacks, so Jump is no longer available 
and Beat Down becomes less efficient, though 
still useful. Consider opening with Light Slash 
and casting spells repeatedly, switching 
between your Schemata to remain airbomne. 
Staggering results in Falling Star, a strong 
magic attack, but nevertheless preferable to 
the non-staggered result. Dancing Mad, which 
is twice as powerful. If you are sufficiently 
strong, you can clear the second form without 
having to deal with Genethliac Hymn; you may 
consider Overclocking to ensure this. 


3rd Form: Bhunivelze's physical-based offense 
will pose a much greater threat if you do not 
guard against his weapon attacks, which can 
launch you into a long combo and disrupt 
your staggering. As a rule, be patient and 
guard consistently during your opponents 
long strings of attacks, then go all out on the 
offensive between those phases, Holy Blade 
bestows Vigilance, Faith, and Bravery over 
multiple instances. Eventually, Bhunivelze 
will use his ultimate attack, Hypernova, which 
locks out your menu. The window to react 
before its execution is very small, so keep your 


with the previous form, it is possible to prevent 
Hypemova from becoming a factor by pressing 
for a quick victory. This is where Heawy Slash 
comes into play: you can take advantage of the 
Dazed effect induced upon staggering this form 
to deal massive damage with a single blow. 


« 4th Form: This final phase is designed purely 
to test your staggering skills. Bhunivelze takes 
very little damage, is immune to ailments 
if not staggered and attacks regularly. 
Furthermore, he becomes an aerial target, 
making Jump non-applicable. Use Light Slash 
to leap into the air and alternate between your 
Schemata ta cast spells or use Beat Down. 
Be sure to guard all of its attacks to prevent 
interruptions and mix in an occasional Light 
Slash or Attack for Stagger Preservation. Your 
greatest opportunity to expedite your stagger 
is during Heartless Angel, which takes a 
long time to execute and renders Bhunivelze 
idle until its conclusion. As soon as you see 
the notification, Overclock and pile on as 
many hits toward stagger as you can. After 
Overclock ends, you can repeat the process 
or continue to cast spells on the ground until 
the camera zooms in on Lightning, at which 
point you need to guard to prevent Heartless 
Angel from reducing your HP to 1. Once you 
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have successfully staggered, the battle is 
effectively over. Bhunivelze's susceptibility to 
damage and ailments increases dramatically 
and you'll have plenty of time to deplete his 
health after weakening him with all available 
status effects. 


Bhunivelze+ Notes 

« Bhunivelze+ has only two forms, the first of 
which is à fusion of the first three forms of 
Bhunivelze with a single HP bar. During this 
part of the battle, he will switch between any 
of the forms fluidly, so you need to be very 
familiar with his attack patterns in order to 
defeat him efficiently. 


« The latter stage of the fight is functionally 
identical to the fourth and final form of 
Bhunivelze. The only difference is that he will 
cast Doom, which you can cancel by staggering 
him efficiently and quickly. 


« The drop rate for Double Deity is significantly 
higher when fighting Bhunivelze+ (15% 
chance, as opposed to only 5% against the 
standard version of Bhunivelze), so if you 
have yet to acquire this weapon, you should 
definitely equip the Beggar's Beads to improve 
your chances. 
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Whether you wish to determine how to acquïfe a piece of equipment, study ability 
parameters or modifiers, understand an auto-ability’s effect, or simply peruse the 
world's vast selection of shops, this chapter will serve as an invaluable reference tool 
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To say that Lightning's wardrobe is diverse, aesthetically or otherwise, 
would be quite the understatement. Although many of her outfits are 
functionally similar, each offers unique properties in battle. In this table, 
you will find all of the dozens of garb available in the game, grouped by 
general availability 


Here is a brief explanation of the table column headings. 


* Location: Specifies where in Nova Chrysalia you'll be able to find a 
garb. 

« Timeline: A garb might only be acquired once you reach a certain 
point in the timeline, when they appear in stock at a shop or become 
available as a reward from a quest. 


« Availability: Details the manner of acquisition for a particular garb. 
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» Buy Price (gil: The cost of purchasing this garb from a shop. if 
applicable. 


» Max ATB Bonus: The amount of ATB this garb adds to your meter. 


« Default ATB: The percentage of max ATB available at the start of 
battle for the Schema to which this garb is equipped. 


» Abilities, ATB Cost, and Modifier: The abilities locked to a 
particular garb and their corresponding ATB costs and modifiers. 
These abilities can never be improved or removed, but often carry 
special properties or auto-abilities. See page 239 for a complete list 
of garb-only abilities. 


» Auto-Abilities and Description: Details on the auto-abilities native 
to a particular garb., 
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Usually the primary source of boosts for the Strength and Magic stats, 
Lightning's choice of weapon is often accompanied by additional perks 
that further enhance her performance in battle. 


Here is a brief explanation of the Weapons table column headings. 


« Availability: Details the manner of acquisition for a particular 
weapon. 


* Sell Price (gil): The money that you can raise by selling it to a 
merchant, 


» Base Strength and Base Magic: The bonuses to these two stats 
provided by the weapon in its basic form. 


® Auxiliary Effects: Additional bonuses (or in some cases, handicaps) 
provided by the weapon. Some of these are boasts to basic parameters 
such as HP and ATB Speed, but others are much more specific or 
conditional. See page 250 for a list of auto-ability descriptions if vou 
are unsure of what a particular auxiliary effect confers. 


WEAPONS 


» Upgrade Tier and Upgrade Component: Details the component 
required for each upgrade of a specific tier. You can upgrade your 
weapons in Forges in a New Game+ playthrough, increasing their stat 
bonuses and auxiliary effects. See page 278 for a full explanation of 
the system. 

» Max Strength/Magic/Auxiliary: The maximum values for Strength, 
Magic, and any upgradable auxiliary effects for a particular upgrade 
tier. 

© Increments: The number of increments required to upgrade an 
attribute to its maximum for a particular tier, 

» Max Upgrade Number: The total number of upgrade increments 
permitted for this weapon. 

* Unavailable Upgrades: The amount of upgrade increments that 
cannot be performed because of the limit imposed by the Max 
Upgrade Number. The lower this value, the closer you can get to the 
weapon’s maximum values in each category. 
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Shields carry any or all of three primary bonuses: an increase to HP. an 
increase to ATB Speed, and a Guard Defense parameter that blocks a 
certain amount of damage from every enemy attack when you guard. As 
with weapons, shields can also provide auxiliary effects. 


Here is a brief explanation of the table column headings. 


» Avai ity: Details the manner of acquisition for a particular shield. 


« Sell Price (gil); The price you can fetch for this shield if you sell it 
to a vendor. 

» Base HP, Base ATB Speed, and Base Guard Defense: The 
bonuses to these three stats provided by the shield in its basic form. 

» Auxiliary Effects: Additional bonuses (or in some cases, handicaps) 
provided by the shield. See 250 for a list of auto-ability descriptions if 
you are unsure of what a particular auxiliary effect confers. 
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» Upgrade Tier and Upgrade Component: Details the component 
required for each upgrade of a specific tier. You can upgrade your 
shields in Forges in a New Game+ playthrough, increasing their stat 
bonuses and auxiliary effects. See 278 for a full explanation of the 


system. 


» Max HP/ATB Speed/Guard Defense/Auxiliary: The maxmum 
values for HP, ATB Speed, Guard Defense, and any upgradable 
auxiliary effects for a particular upgrade tier. 


« Increments: The number of increments required to upgrade an 
attribute to its maximum for a particular tier. 


« Max Upgrade Number: Tha total number of upgraded increments 
permitted for this shield, 


» Unavailable Upgrades: The amount of upgrades that cannot be 
performed because of the limit imposed by the Max Upgrade Number. 
The lower this value, the closer you can get to the shield's maximum 
values in each category. 
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Lightning's accessories are very important in amplifying strengths or shoring up weaknesses in your Schemata, Each Schema can equip one head 


accessory and one arm accessory. 


Head Accessories 


Head accessories provide auto-abilities that apply only to the Schema 
on which they are equipped. They can be upgraded automatically 
by acquiring the same head accessory (via the same treasure 


sphere or monster) in a subsequent New 


HEAD ACCESSORIES 


Game+ playthrough. 
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The upgrade process is immediate, consumes the “duplicate” item, 
and instantly augments their primary effects and reduces penalties 
for handicaps. All head accessories can be upgraded twice, up to a 
maximum effect level of three. 


er Wid Oera EN 
mined | Best Pace B gs Cemange N 
ea Wind Ore 
re vate | ea Prat bags Gaag EN 
Toin Coronet eert answer DN 
TPoint Coram aam Fenatrcn ES 
Toin Cran. EN 
Twist Headband Deelondar Lv 1 (Kap +) 
Twist Headband, Ontander Lw 2 laag +10) 
Guts oedbend Otonder LJ Knap +15) 
Cara ear eed Hg 
Caries Olen Le Kv 
Piau Scar | oeed  p v1 
Promined Nachtace eten (1 Bme 
Promised Nechieces ‚ Oettender L2 Kamnn 
Avowed Nechtace Osten Ld Kam 1 
Shattn Eartage Sman Kamer Oma EEn 
als Camagse Saan Amert Deme IEN 
Shot Sta Amt Oma EN, 
Satin Scrvachie Stann Aart hanen SON 
Satin Scranchies Sata Amert hamata ON 
Mibbon Tr nnn 
ooman Lrege Ts 
| ATB Cont +10 
hassid | Strengen hi Mage 40, { 
Ao 
mal al 
he | ATB Goet as Î 
Sparrow Combe Swen tgn an 
Abla 
a ‘meta 
Ven 1 ben ven pand 
oger edad werven en 
Mam IN. 
en A mr zn pe 
Mager audsande eeen a 
mame zn 
Remen 0 wt ae 
hoger ale sn a ac 
[mre | 
eenn 
[em (EE 
[a be pn nt is 
Cara aande Nen 
Bestores 1% of HP ata you mn wm 
Ame Mmm 


are Spree Vasa, hugs 
Our toma mad end bed 
when bo drscor a ur dar 
crap 22) 


Tame Satur Oerd Oeren. 
Tempe uns, Foor 


mams Sper Dead Den, 
Oei 


Tm Share Dead res. 
Temgie Fars. Far 


HEAD ACCESSORIES (CONTINUED) 


vent | bt a brie me ch 
Eene 
Therme cl amaehs ia combo 
vedred by 2 tn ben en hr 

Bs 


| aca Sphere anos 
| Wewtous Daer 


INS Arm Accessories 


LAB Becoen +10 


The auto-abilities provided by arm accessories apply to all active Schemata. Arm accessories cannot be upgraded. 


ARM ACCESSORIES 
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A purely cosmetic feature, Adomments enable you to customize the appearance of each Schema. They are sold by Outfitters and can be obtained as 


quest rewards. 


ADORNMENT LIST 


| “Digging Mysteries” Canvas Guest Crystal Heart. "last Date” Side Ouest | 


NAME 
‘Adamantoise Shell 
Adult Bunny Ears 
Aerial Guard's Badge 
Afro 


Afro & Black Chick 
Afro & Blue Chick 


Yusnaan, Agur‘ uarter Outer (320 git) Crystal Peta 
“Omegs Paint” Side Quest Crystal Rose 

“Shoot for the Shy” Camvas Quest Crystal Star 

| “Emergency Troatmant” Canwos Ouest Crystal Tear 

A Man for a Chocobo Gi” Canvas Ouest Cute Bunny Ears 

| "Emergency Treatment” Canvas Ouest Cute Heart 

A Man tor  Choenba Gi” Canvas Guest Cyber Scanners 

| “Moogie Gourmand” Comas Ouest Dandys Mustache 
Yosnaan, Augu's uarter Outters (380 7) Dapper Hat 

_ "Beast Summoner” Camas Quest Dark Devil Ears 

“A Word of Thanks” Cras Ouest Dark Knights Shades 
| Yusnaan,Glotton's Quarter Outfitters (250 gi) \ Oazzling Devil Ears 
“Heightoned Security” Canvas Ouest Delicious Mushroom 
“A Prayer to a Goddess” Camvas Ouest Dogtooth Beret 
"Stuck ina Gem” Side Ouest Dragon Hide Backpack 
“Wats in a Brew?” Camas Ouest Dreamy Shades 
“Hunters Challenge” Camas Quest Dull Grudge Knie 
 Achigvement Reward after completing the game Dusk Feather Pin 
“Soul Seeds” Side Ouest Egotist's Banner 

| Byriad Passion” Side Quest Electric Guitar 
“Hunting the Hunter” Canvas Quest Elegant Shades 

| “Secrat of the Chocoborel” Canvas Ouest Emergency Beacon 
“Grave ot a Bounty Hunter” Carvas Ouest Enticiag Bunny Ears 
“Moan Flower” Camas Quest Exotic Shades 
“Spell ar Spel” Comas (est Fairy Tail 

| Achievement Reward after clearing the Uttmate Lair | Festive Tree 

“The Real Client” Canvas Ouest Floppy Sun Hat 
“Puppsteer's Lament” Canvas Ouest Hower Pattern 
Luxenon, South Station Outftiers (220 gì} Fatty Tail 

Luxerlon, South Station Outfiners (250 gl Formal Silk Hat 
“Like Clockwork” Side vest Fragment Crystal, 

| Luwarion, Final Day Outfitters (360 gil) Frost Tree 

“Bom from Chaos” Sie Quest Frosty Glasses 

| “Dumpling Coakc-off“ Canvas Quest Frying Pan 

“Soulful Hoen” Canvas Quest Fuzzy Sheep Figurine 
“Rebuiling” Canvas Osest Gadof's Black Emblem 
Luerian, North Station Outfitters (250 gï Gadot's Blve Emblem 
“For My Old” Camas Ouest Gadors Red Emblem 
“Miracle Vintage” Canvas Quest Gentleman's Beard 

| Fuzzy Search” Side Ouest Girlish Glasses 

“The Things She's Lost” Side Quest Glam Hat 

“Adting Ademments” Side Guest Gold Anchor 

*A Dangerous Cocktail” Carvas Quest Gold Chocobo Figurine 
“Death Sata” Se Quest Gold Medal 

“Say the Machine” Carwas Quest Gold Padlock 

| “Fireworks in a Bore” Side Ovest Gold Windup Key 
“Family Food” Side Quest Golden Flower 

| “Friends Forever” Sida Guest Golden Insignia 
“Chocobo Cheer” Side Ouest Golden Mask 

| "Tha Right Sul Se Ouest Green Glasses 
“Freads Forever” Side Ouest Green NORA Symbol 
“Kop to Her Heart “Comas Guest Green Straw Hat 

“A Prayer to a Goëkdess” Canvas Ouest Guards Cap 

| Gead Dunes, nearby station Outtnars (280 gi Guardian Corps Badge 
Pride and Greed 1” Cams Ouest Heart Gl 

“Tha Secret Lives of Sheep” Side Ouest Heavens Banner 
“Round ‘Em Up” Side Guest Heralds Banner 

“A New Application” Camas Guest Hermit's Cap 

“Tha Grai of Valhalla” Side Guest Herringbone Beret 
“Mytical Badge” Canvas Ouest Holy Circlet 

“Sun Flower” Canvas Quest Honored Circlet 
Yusnaan, Augur's Ouarter Outfitters (380 gil Hotblooded Tricome 
Yvsnaan. Glutton's Quarter Outfitters (820 gi} tmp Tait 

Yusnaan, Ghuman's Quarter Ousftrers (420 gl) Killer Shades 
Yusnaan, Glumon's Ovarer Ourhers (429 gil} Ladys Brooch 

“The Fighning Acuess” Side Quest Ladys Silk Hat 
“Play for Me” Side Quest Leather Rucksack 

| “A Taste af the Past” Side Quest Lebreau's Black Tattoo 
raped” Camas Quest Lebreau's Green Tattoo 


“Desert Clean” Canvas Oest 
“A Ross by Ary Other Nama” Side Ouest 
“Fading Prayer” Comas Ouast 

| “The Angafs Tears” Side Quest 
Yusnaan, Augur's Quartor Side Outfitters (320 gi) 

| “Revenge Is Sweat” Canvas Ouast 
“The Ute of a Machine” Side Quest 

| “Supply and Demand” Carwas Ouest 
Oaad Dunes, RffanOucters (250 gl) 

| “Death Satart” Side Ouest 

“Pride and Greed U” Canvas Ouwst 

“Dem Salar” Side uast 

“Mercy of a Goddess” Side Ovest 

| Wildlands. Canopus Farms Outfitters (250 oil) 

“Sys Secrets” Canvas Ovest 

Yusnaan, Glutton’ Quarter Outitzers (260 gil) 

The Avid Reader” Side Quest 

/ “Sys Secrets” Canvas Quest 

Wildiands. Jagd Village Outfitters (250 gil) 

“Bandits New Weapon” Canvas Quest 

Dead Dunes Station Outfitters (280 gil) 

“Dent Game” Side Ouest 

Vusnaan, Augu's Quarter Outers (320 gil) 

“Get she Gi" Side Ouest 

Yusnaan, Suttos Quarter Outfitters (280 gil} 

“Youth Potion” Canvas Ouest 

Lumerion, South Station Outfitters (320 gil) 

| “Willands in Danger“ Carvas Quest 

Wildhands, Acyas Village Outfitters (280 gl} 

| “Stolen Things” Side Ouest 

“The Saint's Stone” Side Ouest 

| “Moon Rower” Canvas Ouest 

Yusnaan, Augur's Quarter Outiters (350 gil} 

"Wildlands in Danger” Corwas Ouest 

“Fuzzy Search” Ouest 
| “Grave of a Bounty Hunter” Canvas Quest 
“Pride ard Greed I” Canvas Qwest 
“Echoes of a Drum” Canvas Ouest 
“Heretics Beasts” Canvas Ouest 
| “AFather's Request” Side Quest 
Yosnaan, Champion's Quarter Outer (340 gl) 
“Digging Mysteries” Canvas Ouest 
“Oroenba Chou” Canvas Ouest 

/ “Fan Than Lighering” Side Ouest 
“His Wales Dream” Side Ouest 
| “Shoot for tha Sky” Canvas Quest 
“Chocobo Cheer” Side Ouest 
| “The Hurer's Challenge” Side Quast 
Yusnaan, Augur's Quoror Outer (380 gi} 
Lumerion, South Station Outfitters (250 gil) 
“Moghan's Pea” Carvas Guest 
Laarion, Soth Station Ouro (320 gil) 
Walglands,Aryas Vilage Outes 250 gil} 

| “Revenge Has Tooth” Camvas Ovost 
“Voices from the Grave” Side Ouest 

| “Adoring Candice” Side Quest 
Widtands. Jagd Village Outfitters (250 gl) 
Yuanaan, Champsor's Ouaner Outtrers (250 gi) 
“Last One Standing” Side Quest 

| Wildiands. Aryas Vilage Outtmers (250 gil) 
Lumerion. Final Day Outer (980 gil) 

| uxorion, Final Day Outfiars 1360 ol) 

Dead Dunes. Ruffian Outfitters (380 gil) 
Vaan, Gotan Quarter Outfiters (280 gl} 
Dead Dunes, Station Outes (280 gi) 
“Enctantsd Brush” Canvas Ouest 

Yusnaan, Champson's Quarter Outfitters (340 gel) 
“The Girl Who Cried Wolf” Side Ouest 
Tue Colors” Canvas Qwest 
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ADORNMENT LIST (CONTINUED) 


HONTMIND ARTUONS- 


NAME AVA NAME AVAILABILT 
Lebreau's Rainbow Tattoo | "Banned Goods” Canvas Quest Ripe Apple “A Taste of the Past” Side Ouest ik E 
Leopard Tail “Motterand Daughter” Side Quest Rum Raisin koe Cream __ “Souful Hom” Canvas Ouest Í 
‚ Leyak Crest “Gift of Gratitude” Canvas Quest Safari Hat Wildlands. Canopus Farms Outfitters (280 gil) PB 
Light Bulb | “spell for Spell” Canvas Qwest Sailor's Tricorae Dead Dunes, Ruffian Outfitters (380 gil) | 
Lightning Mask Wildands. Moogle Village Outfers (300 ol) Saints Beard “What Seekers Seek” Canvas Quest KrHar 
Long Gui's Shell | “Biological Speaking” Canvas Quest SalvagePilotsBadge | “Treaswed Bal” Side Ouest 
\ Lord's Banner Willends, Jagd Village Outfiers (250 gl Scholars Beard “Fresh Fertizer” Canvas Guest JE 
Lovely Eyepatch | Dead Dunes, Ruffan Outfitters (320 gil Scholar's Glasses “Whither Fait” Side Ovest 
Love-struck Party Hat__ “A Voice from Below” Canvas Oues: Scholar's Mortarboard __ °A Testing Proposition” Side Ouest | 
Lucky Clover | “Youth Potion” Canvas Quest Scholar'sPeaked Hat __\ Dead Dunes, Ruffian Outfitters (350 gil) | 
Lunar Circlet Luverion, Final Day Outers (360 gil) Seadog's Beard “Echoes of a Drum” Canvas Quest 
Maidens Beret | Willands, Aras Village Outrters (250 gil} Sentimental Parasol “Time Doesn't Heal” Canvas Ouest | 
Mark of Lindzei “Time Doesn't Heal” Canvas Quest Serah Mask Wildands, Moogl Vilage Outfters (300 il | 
Masquerade Mask | “A Song for Gad” Canvas Quest Servant's Mustache “Supply and Demand” Canvas Quest | N 
Medic Guard'sBadge ___“Gotekeeper's Cunosity Canvas Ovest Shadow Tail Willands, Aryas Vilage Outfitters (260 gl} 

Merry Tail | Yusnaan, Gluttors Ovarter Outfitters (280 gil} ‘Shogun's Mustache | "Brain Over Brawn” Canvas Quest | * INVENTORY 
Millionaire's Mustache _\ “Suspicious Spheres” Sids Ouest Shooting Star “Puppeteer's Lament” Canvas Quest 
Mint Chip Ice Cream “For My Child” Canvas Ouest Silver Chocobo Chick _\ “Forbidden Tome” Carvas Quest | Aas 
Mobile Guard'sBadge “For he Future” Canvas Ouest Silver Chocobo Figurine __ “Chocobo Chow” Camas Quest 
Mog Figurine “Peace and Guien, Kupa” Side Quest Silver Medal “A Gis Challenge” Camvas Quest | bn 
Mog Mask “Where Are You, Moogle?” Side Ouest Silver Padlock “Secret Machine” Canvas Ouest 
Monoculus Mask | Adonis Audition” Side Guest Silver Windap Key “Staying Sharp Corvas Quest xr 
\ Moogle Wings | Wiltands, Moogle Village Outer (300 gi) Silvered Insignia “Dumplig Cook-off Canvas Quest 
Moonlight Mask | Yusnaan, Augur's Quarter Outes (380 gil} Single Hor “Beast Summoner” Canvas Quest Ì 
Nickel Gear | “Tanbarmis Taboo” Side Quest Sky Blue NORA Symbol _\ “Moghans Piea” Comas Ouest 
Noonblue Butterfly “Inventive Seamsess” Caves Ouest Sky Blue Silk Hat “A Treasure ora God” Camas Ouest 
NORA Logo | -Tne Real Client” Canvas Quest ‘Smiley Glasses Yusnaan, Augur's Quarter Outters (350 gil) 
Nymph Wings | “Where Moogles Be” Canvas Quest SnakeskinEyepstch __\ Wildlands, Jagd Village Outfitters (320 gi j 
‘Ocean Shades Yusnaan, Glutor's Quarter Outfers (260 gl} Snakeskin Hat “Ola Rivals” Side Ouest 
Odin's Hor “To Live in Chaos” Side Ouest Snowy Spirt Wings _\ ”A Song for God” Canvas Quest 
| Onion Knights Helm Adoring Candice” Side Quest Staff of Judgment “Pride and Greed II” Canvas Quest i 
Orange Bow Tie “Mythical Badge” Canvas Quest Stoamy Glasses | Luvion, South Station Outfitters (250 gl 
Orange Newsboy Cap Dog. Doctor, and Assistant” Side Ovest ‘Stormy Motors Logo Unfred Firework” Canvas Quest 
Order of Salvation Cap__ | Luxerion, South Station Outiters (250 ol) Stowe Hat Wildiands, Canopus Farms Outfitters (280 gl) | 
Paintar's Beret Wildiands, Canopus Farms Outer (280 gil) Strawberry Ice Cream “Enchanted Bush’ Canvas Ouest 
\PassionateCorsage | Luxerion, South Station Outfitters (250 gil) ‘Summery Parasol “A Secret Wish” Carvas Quest 
Porky Corsage Luveron, South Station Outfiters (250 gi) ‘Summoner's Mask “Free Wir Side Guest ® AOORNMENTS 
“Two Together” Carvas Quest ‘Sunny Bumerfly “Forget Me Not” Canvas Quest 
Wildiands, Moogle Vilage Outftuers (300 gl) Suspicious Mushroom __ “A Fnal Cure” Side Ovest br 
| “A Word of Thanks Canvas Ouest ‘Sweet Corsage Laxerion, South Station Outfitters (250 gil) 
Pink Rucksack “Moogle Gourmand” Canvas Quest Thief Silk Hat Yusnaan, The Champions Quarter Outfitters (340 gi} 
‘Pink Tatoo “A Secret Wish” Canvas Quest Trilling Pary Hat | "A Voice from Below’ Canvas Quest 
Pink-rimmed Glasses “Land of Our Forebears” Side Ouest Tiakling Bell “Trapped” Canvas Quest 8 
Pioneer's Eyepatch | skeletons in the Closer” Side Quest Tonberry’s Lantern “Dying Wish” Side Guest | k 
Playboy Shades Wildlands, Canopus Farms Outfitters (280 gil} Toxic Mushroom A Final Cure” Side Quest 
Politician’s Beard | Brain Over Brawn” Canvas Ouest Training Pilots Badge __ “Night Patrol” Canvas Quest f 
Pro's Beret “What Rough Beast Slouches” Side Ouest Tribal Tatoo “Banned Goods” Canvas Quest 
Prophetic Headdress __\ “What Sockers Seek” Canvas Ouest Tropical Tree “fresh Fertlizer* Camwas Ouest ú 
PSICOM Air Medal “Flower in the Sands” Cavas Ouest Twilight Bunerfly “Forget Me Not” Camvas Ouest 
PSICOM Medic Medal___ “Pre ond Greed” Canvas Ovest Twilight Shades “Unfred Firework” Canvas Quest 
“Climbing the Ranks” Canvas Qwest Unicorn Mart Logo Digging Mole” Canvas Ouest 
PSICOM Oficer Epaulets “For the Future” Canvas Ouest Untamed Tail Yusnaan, Glutton Ouarter Outiters (20 gil) N 
Pumpkin Head “Lucky Charm” Canvas Ouest Urban Shades, “Seeing the Dawn” Canvas Quest 
Pure Angel Ears | “Death Safari” Side Ouest Vacation Hat Lterion, South Station Outfitters (320 gl) 
Pure Earrings Lerion, North Station Outfters (230 gil) Vanguard Headdress “Freworks for a Steal” Side Quest 
Pure Pendant Lerion, North Station Outfitters (320 gi) Violet Cat Ears, | Yusnaan, Champions Quarter Outfitters (280 il 
Purple Chocobo Chick __ “Whats in a Brew?” Camvas Quest Wogging Tail Wildiands,Aryas Vilage Outfitters 260 gil} 
Purple Chocobo Figurine _ “Hunters Challenge” Canvas Qvest ‘Warm Beret | Wrigends, Aryas Vilage Outfitters (250 gil} 
Purple Flower “What's Left Behind” Canvas Quest Warning Beacon “Heretics’ Beasts” Canvas Quest 
Queen's Mask “Songless Diva” Side Quest ‘Water Spirit Wings “Source of Inspration” Canvas Oest 
Railworker’s Beret “Where Are You, Holmes?” Side Quest Whimsy Shades Dead Dunes Station Outfitters (280 gil} 
Railworker’s Cap “Where Are You, Holmes?” Side Quest White Cat Ears | Yusnaan, Champions Quarter Outiters (280 gl 
Rangda Crest “Gift of Gratitude” Canvas Quest White Chocobo Chick “Saving an Angel” Side Quest 
Raven Mask Yusnaan, Augur's Quarter Outters (380 gi) White Chocobo Figurine “Kling Time” Side Ouest 
Red Bow Tie “A Rose by Any Other Name” Side Quest White Flower “Twa Together” Canvas Quest 
Red Chocobo Chick “Hunting the Hunter” Canvas Quest White Guitar “Pride and Greed IN” Canvas Quest 
Red Chocobo Figurine __ “Secret of he Chacotorel” Canvas Ouest White Mage's Hat Achievement Reward after defeating Aeronite 
RedMage'sChapeau ___ Achievement Roward after defeating Ereshkigal Wild Bunny Ears Yusnaan, Augur's Quarter Outfitters (320 gil) 
Red Propeller “Ultimate Craving” Canvas Quest Wild Shades Dead Dunes Station Outfitters (280 gil} 
| Refiective Shades Yusnaan, Gluton's Quarter Outfitters (260 gl} Wildcat Ears | Yuesnaan, Champioris Quarter Outfiners (280 il 
Regent's Mustache “A New Application” Canvas Qwest Wind-Up Halo “Ultimate Craving” Camas Guest 
Replica Pilot's Badge __ “Night Patol” Comas Quest Witels Pointy Hat | Dead Dunes, Ruffan Outfitters (350 gl) 
Replica PSICOM Emblem _ “Heghtened Security Canvas Ouest Yellow Bow Tie “Miracle Vintage” Canvas Quest 
| Replica PSICOM Epaulet__Cimbng the Ranks |” Camas Quest Yellow Propeller “Bandits New Weapon” Canvas Quest 
Retro Lightning Mask __ \Wilands, Moogi Village Outfitters (300 oil Yellow Ribon “Metchmaker Side Ouest 
Retro Mog Mask “Where are you, Moogle?” Side Quest Yellow-rimmed Glasses “The Old Man and the Field” Side Quest 
Retro Scopes “Tool of the Trade” Side Ovest Youthful Parasol “Digging Mole” Camvas Quest 
Retro Serah Mask _! Wildlands, Moogle Vilage Outfitters (300 gil} Zebra-print Eyepatch d Village Outfitters (320 gil) 


ABILITIES 


In Lightning Returns, the core of your battle strategy lies in your selection 
and execution of customizable abilities, Given that you only have twelve 
ability slots in total, with some of these occupied by locked garb abilities, 
it is vital to understand what every ability does to achieve the right 
balance and maximize your combat potential. All other parts of a Schema 
should serve to complement and enhance the abilities you choose to 
bring into battle. 


Here is a brief summary of column headings common to tables of all four 
ability types. 


Common Auributes 


« Base ATB Cost: This is the base ATB expenditure associated with 
the ability. It can be reduced through Level Boosting at Sorcery Shops. 


Level: This is the rank of the ability (from Lv. 1 to Lv. 5). Higher-level 
abilities offer improved parameters, command higher prices when 
sold to merchants, and determine the quality of any accompanying 
auto-abilities. The “SP” level is used solely for special auto-abilities, 
which can only be obtained in certain conditions (see below), 

Sell Price: The amount of gil you can obtain by selling an ability of a 
‘specific level at any shop. 

Level Boost Malistone: The component required to level up the 
ability. 

Level Boost ATB Reduction: The decrease in ATB cost after you 
perform à Level Boost at this level. 

Unlockable Auto-Ability and Unlock Chance: Every ability has a 
chance to provide a useful auto-ability effect. These can be innate to 
abilities won from enemies or unlocked through Synthesis. Ata specific 
level, an ability may carry any of the auto-abilities listed at either its 
current level or one level lower. The special auto-abilities in the “SP” 
rows can only appear in very specifie conditions. They correspond to 
Chaos-Infused and Rare auto-abilities (always displayed in this order 
In the tables). Chaos-Infused auto-abilities can only be found on Level 
5 abilities dropped by enemies in Chaos Infusions; Rare auto-abilities 
can only be synthesized from Level 4+ abilities that carry the same 
auto-ability. See page 280 for details. 

Dropped By: A list of enemies that can drop this ability. 

Drop Rank: A hidden factor within the game that determines both the 
level of the ability dropped and whether or not it can be dropped at all. 
Broadly, the higher this value, the later the drop becomes available. 
See page 246 for a complete explanation of this concept. 

« Drop Rate: The probability that an enemy will relinguish this ability 
upon defeat. 


Physical and Magic Attributes 


« Hits: Certain individual spells inflict multiple hits upon the enemy. 


« Base Power: The lowest possible power modifier per hit of the 
ability at the current level. Power modifiers are multiplied with the 
appropriate character parameter (Strength or Magic) to obtain basic 
damage output. 


* Power Increment: The increase to Base Power for an ability with 
every iteration of Synthesis at the current level. 


« Synthesis to Max Power: The number of Synthesis increments 
required for an ability to advance from its Base Power to its Max 
Power at the current level. 


« Max Power: The value of the ability's power modifier per hit when 
vou have reached its Synthesis limit for that level. 


« Variation: The random factor that is applied to the ability's power 
modifier during damage calculation. See page 277 for more details. 


« Finale Trigger: The hit number during a string of hits that triggers 
a special finale — a stronger assault with an extended animation 
sequence. 


« Finale Modifier: An additional multiplier applied on top of the power 
modifier for the ability's finale. 


« Timing Bonus: The damage bonus added to this ability if queved 
with Perfect Timing. See page 275 for more details. 


» Stagger Power (Finale) and Stagger Preservation (Finale); The 
Stagger Power and Stagger Preservation values attributed to this 
ability, with parenthetical values applicable to its finale. See page 266 
for a complete presentation of the stagger system. 


» Cut (Finale) and Keep (Finale): The valves for Cut and Keep 
attributed to this ability, with parenthetical values applicable to 
its finale. See page 273 for a complete explanation of these two 
parameters. 


® Aerial: Whether or not this ability can be performed in midair. If not, 
an airborne Lightning will always have to land before its execution. 


Defensive Abilities 


« Resistance: The Guard Resistance for both physical and magic 
damage that an ability offers. 


* Timing Bonus: The Guard Resistance bonus if this ability is queued 
with Perfect Timing. 


« Keep: Lightning's ability to resist enemy interruptions while using this 
ability. See page 273 for details. 


Ailment Abilities 


» Duration: The base length of time for which this ailment will persist 
on an enemy. The actual duration depends on other factors, including 
the enemy’s ailment resistance and Lightning's Magic. See page 265 
for details. 


Aeccumulation: A hidden parameter (not shown on this table) that is 
mitigated by the target's ailment resistance, Once the Accumulation 
for an ailment reaches 100, it is successfully inflicted. There are only 
three possible valves for Accumulation: 110 for Disaster, 500 for all 
-ga spells except for Dispelga and 250 for all other spells. See page 
264 for à complete explanation of the ailment infliction system. 


» Common Attributes: Attributes not shown in our table as they're 
common to all ailment spells. They are: Power x0.50 (x0.75 for Disaster) 
scaling off your Magic stat, Variation 3%, no Finale Trigger for basic 
spells, Finale Trigger 1 for -ga spells, Timing Bonus 20%, Cut 20, and 
Keep 15. In addition, Ailment spells have no Stagger Power or Stagger 
Preservation valves and cannot be cast while Lightning is airborne, 
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Ability Drops 


In Lightning Returns, the system of ability acquisition from enemies is 
encapsulated in a single number: the Drop Rank. Broadiy speaking, the 
Drop Rank correspands to specific ranges of days along the progression 
timeline: 


ANKS 


J Days 16 
1 Eany/Normal Ì Days 79 
E Eamy/Nomal Oops 101 
3 hard | Dos 15 
E Had Days 712 
s ward Days 1314 


The rules governing an enemy's drops corresponding to the Drop Rank 
are as follows 


« For a given Drop Rank, the Timeline Interval is the period during which 
an enemy will drop the corresponding ability at Level 1 (for example, 
Attack Lv.1). If the enemy is a Last One, add one to the level of the 
ability dropped. The ability will not be dropped at all prior to this 
Timeline Interval, and will be grayed out on an enemy’s Libra sheet. 


ABILITY DROPS 
MODE ze 
ABILITY DROP RANK «e Li) 
TIMELINE se) DAYS HS DA 


« Every time you reach a new Timeline Interval, all ability drops will 
level up automatically, up to à maximum of Level 5 (or %). While 
the advantages are obvious, the risk is that you might fail to collect 
enough specimens of an ability at a specific level, preventing you from 
Synthesizing it to its final increment, and ultimately from reducing its 
ATB cost via the Level Boost feature. In short, make sure you collect 
enough samples of key abilities within each Timeline Interval, so that 
you can eventually Level Boost them fully from Lv. 1 to their maximum 
Level. 


To help you keep track of all abilities you wish to develop to their fullest 
potential. we provide here a comprehensive overview of all possible 
ability drops. Simply look up the ability of your choice, and you can 
instantly identify the Timeline Interval when you can farm the enemies 
who will relinguish it at the level you require. For instance, if you need a 
specimen of Attack Lv.2, this table shows you that you can obtain it only 
on Easy or Normal, from a Gorgonopsid or Rafflesia from Day 7 to Day 9, 
or from Rafflesia O from Day } to Day 6. 


4 
QAYST-I2 {DAVIS FINALDAY 


ABILITY DROPS (CONTINUED) 


MODE me! 5 HARD 


ABILITY |_DROP RANK se Ld 2 3 4 5 
| TIMELINEse | DAYsLe [DAYS 10:(3_Ì FINALDAY | nAvsis | paysz-ia | oavis FINAL DAY. 


| « INVENTORY 
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ABILITY DROPS (CONTINUED) 
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TIMELINE se FNALDA DAYS 1-6 of 2 Day FINAL DAY 


ABILITY DROPS (CONTINUED) 
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Auto-Abilities 


} 


Auto-abilities offer a remarkable variety of effects in combat, many 
of which can be extremely powerful when employed in the correct 
situation. In this section, you'll find a complete checklist of all possible 
auto-abilities in the game. 


For accessibility, we have separated auto-abilities into ten distinct 

categories, broadly classifying them by type of effect: 

» Parameter-type effects offer a basic boost to stats or basic attributes 
of abilities used in battle. 

« Ability Bonuses alter specific properties of certain types of abilities. 

« Replacement auto-abilities are triggered under specific conditions 
and overwrite the base abilities to which they apply with a different 
ability. 


AUTO-ABILITY CHECKLIST 


Keng stats. 
aomolels 


« Enhancement auto-abilities bestow temporary status enhancements 
on Lightning when certain conditions have been met. 

« Situational auto-abilities are persistent, but activate only when their 
accompanying conditions have been met. 

* Siphon and Restore auto-abilities enable you ta restore ATB, HP. or 
EP while performing specific actions, or when certain conditions have 
been met. 

* Technical auto-abilities provide unique bonuses, the utility of which 
is highly dependent upon the player’s strategy and execution. 

« Conservation auto-abilities improve the efficacy of limited resources 
(Recovery Items and EP), 

« Finally, the two Reward auto-ebilities each sacrifice a certain type of 
reward from battle in exchange for a different benefit. 
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REPLACEMENT AUTO-ABILITIES 
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; COMPONENTS 


Components are ingredients required to improve abilities, weapons and LEVEL BOOST PATHS 
shields. 


* Sorcery Components: Sorcery Shops require Malistones to enhance 
maxed abilities via the Level Boost feature. There are six possible 
“Level Boost paths”, as shown here. The “Malistone Level Boost 
Path” table reveals which path each ability belongs to. 


» Forge Components: On a New Game+ playthrough Forges can 
upgrade your weapons and shields, with each increment requiringa _ADVENTURING ESSENTIALS COMPONENTS 


component of the relevant rank. 


There are two main methods to acquire components: you can buy the 
low-rank ones from Adventuring Essentials vendors after you begin a 
New Game+ playthrough, or you can obtain them as item drops from 
defeated enemies. 
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LIGHTNING RETURNS. 
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Most of the items in this category are required for the completion of quests, especially collection-based tasks acquired from each Canvas of 
Prayers. 
OTHER ITEMS 
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KEY ITEMS 
Key Items are unique items, usually required to advance or complete main quests or side quests. Of particular interest, Key \tems include Notes that 
reveal all the Libra information on a specific species of monsters. Acquiring these has one practical benefit: it increases your chances to obtain “rare 


abilities” — in other words, those featuring an auto-ability — every time you defeat a creature of the species in question. 
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The range of wares offered by each merchant can be expanded when you reach certain milestones, or after you complete certain specific tasks. The 


tables in the following pages reveal how. where, and for how much you can obtain every item that vendors can sell. 


[@) Outfitters 


Outfitters are your primary source of garb, though they also sell adornments that enable you to customize Lightning's look. 
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YUSNAAN, GLUTTON'S QUARTER, 
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WILDLANDS, JAGO VILLAGE 
HUNTER OUTFITTERS 


YUSNAAN, CHAMPION'S QUARTER: 
HERO'S SONG OUTFITTERS 
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w) Forges 


Forges sell weapons and shields, which you can use to improve your stats and specialize your Schemata. On New Game+, they also offer a completely 
new service, enabling you to upgrade your equipment. See page 278 for details. 
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Rare Merchant 

A rare wandering merchant plies his trade in all four major regions. He will sell you valuable wares, but only if you can find him. To trigger his 
appearance, you must first reach Day 3 and have visited at least one Outfitters shop. Then, the game will run a spawn check every hour, using a 
probability cycle of 25%, then 50%, then 75%, and finally 100%. In other words, he is guaranteed to appear at least once every four hours. However he 
can appear on any continent, and in one of five places on each continent (see poster maps). Therefore, even if you look for him during an hour when he 
is guaranteed to spawn, there is only à 5% chance that he will appear at any one location. To minimize frustration, you should plan ahead and keep 
the necessary amount of gil in your wallet to make as many purchases from him as possible whenever you run into him. 
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(0) Sorcery Shops ) 


Sorcery Shops enable you to strengthen your abilities via both Synthesis (to combine abilities of the same type and rank) and, later in the story, Level 
Boost (to level up maxed abilities with Malistone components). See page 280 for details. The cost of each Synthesis service is fixed, and depends on 
the level of the abilities that you fuse or level up. 
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+) Inns | 


Resting at an Inn enables you to rent a room for 500 gil until an hour of your choosing, restoring all of your HP. Restaurants offer a cheaper and less 
time-consuming healing altemative, so it makes sense to use Inns only later in the story, once you have completed most quests and need to skip to a 
specific time of day to continue an outstanding task. 
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Restaurants sell food that immediately restores Lightning's health at the moment of purchase. The amount of HP healed depends only on the price of 
the dish you buy. irrespective of what Restaurant you visit. 


FOOD HEALING FACTOR RESTAURANT LIST 
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(E) General Stores ì 


General Stores sell recovery items that you can use to heal or revive Lightning, apply status enhancements and cure status ailments. Note that any items 
marked as available starting from Day 6 or 11 will be available from Day 1 on New Games. 
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YUSNAAN, PATRON'S PALACE 
PALACE GUARD SUPPLIES 
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DEAD DUNES, DRY FLOODLANDS: 
TOBIAS'S BRANCH STORE 
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DEAD DUNES, RUFFIAN: 
TOBIAS'S GENERAL STORE 
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Adventuring Essentials 


« SHOPS 


Adventuring Essential merchants are specialized in selling Notes offering Libra information on monsters. On 3 New Game+ playthrough, they also sell 


low-rank components (see page 252). 
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B This Lorie is designed. nysti 
that underpin the Lightning Returns experience, with a specific 


focus on details that the game itself does not reveal. The insights 
and explanations that we provide are the product of many weeks 
of research and exhaustive experimentation, not to mention 
data mined from the countless documents provided by the 
gg Svelopment team: | f | 
; ( NI b, 

B During the early stages of à first playthrough, the concepts that we 
Eek discuss here will seem arcane, or even incomprehensible. Though 
E, there is much ìn this chapter that will benefit a first-time player; 
it is ultimately designed with subsequent playthroughs in mind, 
particularly those on Hard Mode: We have attempted to make it 
accessible as possible, agree gene 
esume a fair level of practical experience. =——” P) 


We} 
_{ This is not, Nh e A ready to dd 


Lightning Returns truly works, however, we would wager — 
with confidence that this chapter will have the answers you seek 
— and, what's more, resolve ld | questions that you might 
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MOTIVATION 


The very heart of Lightning Returns is its multilayered and nuanced 
battle system. While the two previous installments in the Final Fantasy 
XIIl series were defined by their high level of automation for all party 
members during combat. you have no such luxury here: Lightning is under 
your direct control at all times. 


Even though it is certainly possible to “brute force” your way through the 
main story events, your performance in the more advanced challenges is 
likely to be unimpressive without a solid grasp of the game's mechanics, 
careful consideration of your character setup, and a willingness to retry and 
experiment to adjust your strategy. If you feel at all daunted by the effort 
‘that such an approach would naturally entail, worry not: your understanding 
and ability can and will improve if you take the time to digest the treasure 
trove of information available in this chapter, and put it into practice. 


While it is easy to understand basic concepts such as damage 
potential and interruptions, how these concepts are governed by 


behind-the-scenes parameters is not as obvious, leading to questions 
such as: “Why am | dealing less damage now than a minute ago?” 
or “Why can | interrupt the enemy under these circumstances but 
not others?”, which are both likely occurrences. In this chapter, we 
provide clear and thorough answers to all such pertinent doubts and 
inquiries, enabling you to make complete sense of what is happening 
on-screen at all times. 


We have broken down all notable systems and present them here in a 
natural order. At the conclusion of our analysis, we offer à selection of 
effective “roles” for Lightning that you can use as blueprints for your 
Schemata, as well as several examples suited to specific scenarios and 
play styles. Paired with your knowledge of in-depth mechanics, these 
sections should fuel your imagination if you wish to develop interesting 
and ruthlessly efficient strategies of your own. 


And now, follow us down the rabbit hole, 


also encounter additional facts on this subject later in this chapter. 


Basic Parameters 


» HP is the numerical representation of Lightning's health and the 
amount of damage she can sustain before being knocked out. This is 
subject to à cap of 50,000 unless you activate the New Game+ Limit 
Break Settings, which enable you to raise it to 99,999 but essentially 
violate the “rules” governing the legitimacy of Battle Scores. The 
minimum value is 100. In battle, your HP is automatically adjusted 
When you change Schemata in order to maintain the same percentage 
of max HP for each Schema. 


Strength and Magic govern Lightning's ability to deal physical and 
magic damage respectively. These values are capped at 5,000, but can 
be boosted to 9,999 in accordance with the same conditions as HP The 
minimum value for each is 5, 


Maximum ATB establishes a pool of stamina for every Schema that 
enables Lightning to perform actions. This is primarily dependent upon 
your choice of garb, but can be augmented further with auto-abilities. 
This value is capped at 200. 


Ability Parameters 


These are tied to abilities and all factor in various combat subsystems, 
Ability parameters can be dependent upon basic parameters or completely 
independent. 


COMMON 

« ATB Cost: The amount of ATB points required to perform an ability. 
Stronger abilities within the same category of effect have higher ATB 
costs. These values can be reduced through the Synthesis and Level 
Boost services available at Sorcery Shops. 


» Keep: Maintenance of stance against the disruptive effects of enemy 
attacks. Rather than acting as a modifier, the Keep associated with an 
ability overwrites the default Keep of 10. Keep values of abilities range 
from 15 to 100. 


» Priority: A hidden parameter that allows for the interruption of an 
ability currently being executed by one of a higher priority. There are. 
four possible priority assignments for all abilities: 10, 5, 2, and 1. EP 
abilities and recovery items have a priority of 10, all defensive abilities 
have a priority of 5, the finale of Punt or Whirtwind Kick has a priority 
of 2, and all other abilities have a priority of 1. 


PHYSICAL AND MAGIC ABILITIES 

« Damage Power and Variation: The multipliers for the applicable 
power stat (Strength or Magic) for abilities that deal damage to the 
enemy, and the random variation factor applied to these multipliers, 
These are highly customizable through Sorcery. Ability finales are. 
subject to additional modifiers to the Damage Power value. 


« Cut: Disruptive capability of an ability, Cut is measured directly against 
the target's Keep. Base Cut values of abilities range from 20 to 100. 
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CHEMA PARAMETER u 


The following sets of parameters determine Lightning's prowess as a combatant. Everything else builds on top of this foundation. Enemies possess 
many of these parameters, although some are not applied in exactly the same way. Enemy attribute details are listed in the Bestiary, though you will 


* ATB Speed is a vitally important parameter that determines the speed 
at which a Schema's ATB gauge regenerates while Lightning is not 
performing an ability. This value, capped at 200, is the percentage of the 
standard idle recovery rate of 2 ATB per second on an active Schema. In 
other words, an ATB Speed of 150 equates to 3 ATB recovered per second 
(2x 150%). Recovery rates triple for your two standby Schemata. 


Keep is a parameter that determines Lightning's ability to maintain 
her stance against disruptive effects. This value is 10 while she is idle, 
Which is easily overcome by the vast majority of enemy attacks. 


« Innate Resistances are defensive properties that affect the amount 
of damage Lightning takes from enemy attacks and her susceptibility 
to status ailments. By default, she has no special bonuses, taking 
100% damage from every damage type and element, and sporting no 
resistance against ailments. This parameter can only be improved by 
auto-abilities conferred by equipment. 


Stagger Power: The measure of contribution of an ability to an 
enemy’s Stagger Wave. A stagger is triggered when accumulated 
Stagger Power reaches or exceeds the Stagger Point, As with 
Damage Power, many ability finales enjoy a bonus to Stagger 
Power. 


» Stagger Preservation (Stagger Time): The measure of how an 
ability maintains the Stagger Wave, temporarily preventing the 
wave from being reduced, See the section on Stagger for a complete 
explanation (page 266). 


DEFENSIVE ABILITIES 

» Guard Resistance: A form of resistance that is invoked only while 
guarding. Effectively, it is a multiplier acquired by subtracting the effect 
from 100%. For example, a Level 3 Guard with 46% Guard Resistance 
will apply a multiplier of 0.54 to reduce the damage of incoming 
attacks. Note that Special-type enemy attacks ignore this parameter 
unless you are able to execute a Perfect Guard. 


AILMENT ABILITIES 

» Accumulation: A hidden value for an ailment spell that determines 
its capability to inflict negative status effects on the enemy. 
Measured against the enemy's aïlment resistance. This value is 
500 for all -ga spells (except for Dispelga), 110 for Disaster, and 
250 for all other spells. See the section on status effects overleaf 
for more details. 


» Magic Effect Time: The base duration of an inflicted ailment- 
Modifiers include the Magic stat and auto-ability bonuses. Measured 
against enemy resistance. See the section on status effects overleaf 
for more details. 
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STATUS EFFECTS 


Many status effects, both positive and negative, confer modifiers to established 
parameters. These effects are the same for both Lightning and her opponents. 


In Lightning Returns, your selection and maintenance of status effects cannot 
be indiscriminate, as they are universally limited to five at a time, irrespective 


Enhancements and Ailments 


Status enhancements are generally available only through recovery 
items or by triggering specific conditions. In addition, powerful offensive 
enhancements such as Bravery and Faith are often quite ephemeral. This 
encourages you to use them during time windows where vou have à high 
potential to inflict significant damage, such as during staggers, in order to 
maximize their effectiveness. 


Lightning can infiet status ailments on the enemy with ailment spells, as 
well as much rarer attacks with added effects. All ailment spells have tho 
following parameters: 0.50 Damage Power (10.75 for Disaster} scaling off your 


OPPOSING EFFECTS 


He 


Meals 04% max HP per second 


of whether they are enhancements or ailments. Therefore, the order in which 
status effects are applied, displayed on-screen from left to right, is crucial. 
This concept applies to the enemy as well. It is especially important to 
prioritize your ailments carefully if one or more of an opponent's five slots 
are taken up by stagger effects or other hexagonal (non-removable) statuses. 


) 


Magic stat, 3% variation, 20 Cut, 15 Keep, no Stagger Power, and no Stagger 
Preservation. Enemies have their own values for these parameters and in some 
cases are capable of special abilities that inflict multiple ailments at once. 


Many enhancements and ailments stand diametrically opposed to one another. 
You can remove an enemy's enhancement simply by casting the opposing 
ailment; the two effects cannot coexist. It is important to note, though, that 
enhancements and their analogous ailments often do not have exactly the 
‘same opposing modifiers. Shown in the following table are all opposable 
enhancements and ailments, as well as their specific parameter modifiers. 


Opposing Ailment 


| Pnysical damage taten 32% 


| Dain 05% max HP per second | 


Other enhancements and ailments are detailed below, Note that Lightning does not have access to Pain or Fog, which can only be inflicted on the enemy through 


OTHER EFFECTS 
leon Elect Type Description 
veil [Enhancement | Ament resistance „30%, stacks matigicatvely wit other modibers 


Vemtancemen | 


Enhancement | 


mbues non-elemertal stacks (rclding aitmat spes) with ho corresponding amer, stenghers 
by 0% for speis and 60% tor physical stes and Bitzes automsticaly removed targets macegtibity to the lement is 0% or lower 


‘elementalatiscks of this element 


Status Ailment Infliction 


While status enhancements are applied unconditionally, the successful 
infliction of ailments is dependent upan à formula that incorporates both the 
‘Accumulation parameter of an ailment-carrying ability (500 for all ga spelis 
except for Dispelga and 250 for all other spells} and the innate resistance to 
a particular ailment: 


The ailment will “stick” once Total Accumulation reaches 100. Therefore, when 
Lightning uses a basic ailment spell, with an Accumulation parameter of 250, it will 
stick after only one cast against any enemy resistance value up to 60. The more 
powerful -ga variants, with an Accumulation parameter of 500, can immediately 
penetrate any enemy resistance value up to 80. Otherwise, you must make multiple 
attempts before you are successful. An ailment attempt by the enemy, even if it 
shares the same ability name, is subject to its own Accumulation parameter, as 
‘can be seen in the Bestiary ability tables. A resistance of 100 confers immunity 
to a particular ailment. These factors are subject to additional hidden modifiers. 


Accumulation experiences decay equal to 3 points per second. This means that. 
your attempts to stick an ailment against a particularly resilient foe must be 
swift and persistent. 


Ailment resistance can be increased by the Veil status enhancement, 
equipment-based auto-abilities, or Guard-type defensive abilities. 
Multiple modifiers stack multiplicatively. For example, Lightning's innate 
resistance of 0% to all ailments increases to 33% if she dons the Passion 
Rouge garb. If she invokes Veil, her resistance increases by 90% of her 
remaining susceptibility, or (90% x 67% =| 60.3%, equivalent to a total 
resistance of 933%. Using guard abilities increases this by another 


Effect Duration 


ENHANCEMENT DURATION 
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50% of her remaining susceptibiliy, bringing her final resistance to a very 
stout 96.65%. 


The extremely rare and powerful Heroic Guard deserves a special highlight, AST 
as it renders you effectively immune to all ailments as long as you guard f 
(technically +99% resistance). There are also various arm accessories that PRIMER 
offer full protection from one particular ailment, making them attractive 
options when you need to contend with one employed by a specific enemy. 


Once an ailment is inficted, the Total Accumulation value resets to zero. You amour 
may re-stick the ailment as a way to extend its duration, 


eN 


The duration of each enhancement is fixed based on its source. If you refresh a specific enhancement before an initial application expires, the duration of the 
refreshment is added onto the remaining duration of the initial application. The Collector Catalog improves effect durations for recovery items by 25%. Consult «rr; 


the following table for a complete summary. 


ENHANCEMENT DURATION OVERVIEW 
Enhar 


onterred Ef 


Bravery Faith Protect or Shell 


ement Source 
Loyal Servant gab 


STRATEGY& 
ANALYSIS 


Conditions/De 
[30 seconds when switching Schemata with ess than 1O ATB 


[Splendid Amice, nuder Innocence, 
S 


seconds when HP is less than 0% of max 


_ Trnsters an enemy enhancement to Lightning wth Heavy Slash for tho duration 


[remaining from wen it was frs applied 


{ 5 seconds when using an abilty costing 40+ ATB 


Bravery + Faith + Vigilance + 


Bravery + Faith + Protect + Shell + Haste 


[megen orReraise 
Protect + Shell + Veil + Regen 


_ [1e seconds 


Protect, Shell, Vigilance, Veil, Enre,Entrost Enthunder, | 
== ‘300 seconds 


Bravery + Faith + Rogen 


__[ao seconds Bravery and Fai 15: 


AILMENT DURATION 
Ailment duration is determined by the following formula: 


Duration = (Magic Effect Time + 


As you can see, the progressive increase of Lightning's Magic stat will improve 
the duration of all ailments significantly. Faith has no effect on this bonus and 
enemies do not receive this bonus at all. 


Stagger Added Effects 


Strong resistance to an ailment will substantially reduce its duration. If you oncERY 
wish to stick an ailment to an enemy with high resistance, not only will you 
need a respectable Magic stat, but you'll also have to constantly refresh the 
ailment to extend its duration. In these situations, you'll need to design a 
strong Saboteur-type schema to maximize your efficiency. Finally, you cannot 
reapply ailments without limits. If the additional resultant duration is less than 

one-third of the currently remaining duration, then it is impossible to infictthe | pscnrion 
‘same ailment again until this condition no longer holds. 


These are available only when an enemy is staggered, and stack with similarly 
effective ailments (e.g. Unprotected with Deprotect, which induces a massive 
increase in physical damage taken). Pained and Foggy are essentially the sole 
method with which Lightning can inflict the corresponding ailments and are 


STAGGER EFFECTS 


Lightning damage taken «75% 
Wind damage taker 
‘Stagger Power for all incoming attacks 450% 


applicable only to specific enemies. Stagger effect durations, again specific 
to enemy and stagger type, are fixed. The modifiers conferred by all unique 
stagger effects are shown in the following table. 


leon |_ Effect Description 


‘Ament resistance 50%: stacks multipicatively with other modiers 


Ieagatie of actor; can be removed beto its natural expiraton by being 
atacted, but the damage taten from hat tac is doubled 


@® rine 
IK AC 


With that, we have covered the entire spectrum of status effects. Our wrap-up discussion of stagger effects transitions naturally into an in-depth look at perhaps. 
the most critical system in the game… 
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STAGGER 


To play Lightning Returns at the highest level, à thorough command of the 
stagger system is an absolute necessity. Against the toughest enemies, 
the most pertinent question in developing a battle strategy is essentially. 
“How can | stagger most efficiently?” After reading this section, you 
should be well on your way to the answer. 


Terminology references in this section are strongly linked to the Stagger 
Details tables found in the Bestiary chapter. We explain here all of 
the information presented in those tables, enabling you to make 
complete and holistic assessments of every enemy when consulting 
that chapter, 


Multiple Staggers & 
Stagger Levels 


Multiple Staggers: Many enemies can be staggered in different 
ways, leading to different stagger effects. The specific stagger induced 
depends on the conditions that were fulfilled to achieve it. The large 
dragons Zaltys and Zomok are good examples, each vulnerable to a 
standard stagger, and a secondary stagger that can only be triggered 
by a blow to the head 


Stagger Levels: In addition to this, certain foes can be staggered 
consecutively by triggering a stagger while already staggered. In such 
cases, the first stagger is considered a Level 1 stagger. A Level 2 (and 
higher, if applicable) stagger is achievable only by staggering when 
the enemy is currently in a staggered state of the previous level. The 
most prominent enemy for which this is relevant is Aeronite, perhaps 
the toughest opponent in the game, who has four stagger levels and is 
essentially impossible to defeat unless you trigger all of them 


Reaching the Stagger Point 


To achieve any sort of stagger for an enemy, you must accrue Stagger 
Power by performing abilities (see the Inventory chapter to check the 
Stagger Power of each ability) until you reach a hidden Stagger Point 
(revealed in the Bestiary chapter for each enemy type) 


The “Quick Stagger 75%” auto-ability. unique to the weapon Chaos's 
Revenge, lowers this threshold to three-fourths of its default value. This 
is the only possible way to change the Stagger Point. On the other hand, 
the Stagger Power of your attacks can be bolstered significantly by auto. 
abilities, as well as the Broken stagger effect, which is very useful to 
achieve higher Stagger Levels. Enemies also confer bonuses or penalties 
to Stagger Power for attacks of a specific type, as detailed in the Bestiary's 
Stagger Details tables (“Stagger Modifiers* column). Based on these 
modifiers, enemies can be immune to the Stagger Power of certain attacks, 
rendering them completely ineffective for this purpose. If multiple Stagger 
Power modifiers apply to an attack, only the highest one takes effect. 


The actual ability that causes a stagger enjoys an additional bonus of 
dealing triple damage to the enemy. The auto-ability of the Shadow 
Trooper garb boosts the base damage of that attack by an additional 50%. 
Generally, this makes it preferable to stagger with very powerful abilities 
that carry high Damage Power parameters, such as a Beat Down finale (or 
better yet, Jump), Heavy Slash, or a strong spell 


Stagger Preservation 
(Stagger Time) 


Unfortunately, you cannot simply build Stagger Power whenever you feel like 
it and stil hope to achieve stagger reliably. The hidden stagger counter that 
measures the accumulated Stagger Power lin other words, the amplitude of 
the Stagger Wave) is persistentiy updated in accordance with the inherent 
Stagger Decay value of the target (see the Bestiary to find out the value of 
each monster type). This is the sum of Stagger Power that is lost per second. 


To stymie reductions to accumulated Stagger Power, a secondary counter 
must be brought into play. This is the phenomenon of Stagger Preservation, 
sometimes denoted in-game as Stagger Time, which temporarily disables 
Stagger Decay and maintains your Stagger Wave for you when you face 
inconveniences such as ATB depletion or disruptive enemy attacks. Each 
enemy has a limit to the amount of Stagger Preservation you can build 
up: this is called Max Preservation in our Bestiary. For good measure, 
Stagger Preservation will also dissipate after a certain amount of time, as 
determined by the enemy's Preservation Decay value (the amount of 
Stagger Preservation points lost per second). 
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Summary 


In short, to reach a Stagger Point and cause a stagger, you must build Stagger Power at a rate that outpacesthe enemy’s Stagger  * SSC 


Decay. Often, it is necessary to use abilities with high Stagger Preservation to steady the Stagger Power you've accumulated. You 
can essentially maintain Stagger Preservation indefinitely, but the frequency with which you must add to the counter depends on the 
enemy’'s Max Preservation and Preservation Decay values. Our diagram below presents a visual summary of these concepts that 
should help you to make sense of how everything we've discussed comes into play. We use the examples of the Beat Down (high 
Stagger Power) and Blitz (high Stagger Preservation) abilities for clarity. 
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LE SCORE 


This section demystifies the calculations of the Battle Score awan 
the adventure's most significant encounters. If you only need a v 
ple explanation of the system, skip to the summary at the end. 


Here are u t 
Scores required to obtain all possible star ratings. These val 
on Hard Mode 


he thre val 


s are tripled 


Ratin 
* 
*% 
Bronze 15000, KA 
20,000 kAAH 
25000 ketetateled 
0 * 
36000 Ak 
Silver 42.00 etetad 
8,000 kekatetad 
kkAAH 
60000 % 
u * 
Gold &0,000 kk 
30,00 KAAL 
100,000 kekekekeked 


The actual calculation is performed as a two-step process, first through 
the determination of a Basic Score, which is then adjusted based on the 
Battle Time to obtain your Battle Score. 


The formula for a Basic Score is: 


100,000 + (2,000 + (1,500 x (HPc + EPe + le) x Me)) x Rank 


« HPC (HP Coefficient): The traction of max HP remaining at the end 
of battle (maximum value of 4} 


« EPc (EP Coefficient): 1 — (amount of EP consumed x 0.2} 
« Ie (Item Coefficient): 1 — (number of recovery items consumed x 0.2) 
« Me (Mode Coefficient): | for Easy/Normal, 3 for Hard 


« Rank: A hidden value that functions as a general evaluation of that 
enemy's strength 


Only battles against Last Ones and bosses are scored. The complete list 
of Rank values is as follows 


eens | 


1 Niblet 

2 | Gremin 0, Gorgonopsid 

3 [soon 

«| raffosia Q 

Q. Hopite Q 


Goblin 0D, Ska 


5 
6 Gaurt 0, Cactuar £D, Desert Satagin C): Zatys (Protogvel 
E] 


a 


Meonekton £. Dryad £. Arcangeli @, Miniflan @, Schrodinget @, 


Gurangateh 
Eater Q 


OQ, Zaltys Q, Zomok O, Dreadnought O, Aster Protofiorian CO, 
reisse. Snow Vilierses 


Chimera 


Ereshkigal 


mula for the final Battle Score is 
Battle Score = Basic Score - (Battle Time x Reduction) 
Battle Time is in seconds. Reduction is based on Enemy Rank 


« 500 if enemy rank < 15 


15-29 


« 300 if enemy rank 


« 150 if enemy rank > 239 


On Hard Mode, your final score is tripled after this calculation in 
carrespondence to the increased star rating thresholds. 


» You are expected to take significantly less time with enemies 
of lower Rank if you wish to achieve the maximum rating 
corresponding to a Battle Score of 100,00 or higher. 


« You are expected to take even less time if you use EP abilities 
or recovery items. If you rely too heavily on them, you will be 
penalized significanty in the final calculation. Stocking your 
inventory with the most efficient recovery items, and thus 
minimizing the number of times that you use them, is clearly a 
smart move, 


« If you are significantly below max HP, it is worth your while to 
top up your health with a recovery item right before the end of 
the bale. 


« The highest achievable Battle Scores must strike a balance 
between pushing for à swift and merciless victory and exercising 
caution to avoid excessive consumption of resources. 
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OMBAT EP ABILITIES 


Overclock 


Ata cost of 2 EP, you can press (2 /B to trigger Overclock during battle 
(B). This initiates the Overclock meter, which drains automatically and 
rather rapidly 


« By default, the meter consists of 30,000 points and depletes at a rate 
of 1,000 points per second. The Overclocking Manual and Overclocking 
Manval+ auto-abilities increase the starting value of the meter by 
2,000 and 5,000 points respectively. 


« Time slows to 10% of normal for all enemies and enemy-related 
parameter effects, including movement speed, animation speeds of 
abilities, and enhancement or ailment duration (meaning that you can 
maintain a short ailment for à much longer period relative to Lightning). 


« Time does not slow for Lightning, which means that her enhancement 
and ailment durations are unaffected 


« All of Lightning's abilities are executed more quickly and have 
faster recovery. Abilities consume the Overclock meter according 
to the formula ATB Cost x 160 points, which results in 3 maximum 
of 187,5 ATB with the default 30,000 point total (although ín reality 
you have less than this amount due to the persistent depletion 
rate). The Maximum ATB parameter of your current Schema has 
no effect on this. However, you can use any ability as long as you 
still have points remaining. This means you can bring the meter all 
the way down to a tiny fraction, then finish the Overclock with à 
powerful ability such as Heavy Slash. The time dilation effect will 
not cease until the execution of the final ability. 


© Lightning's ATB will be refilled across all Schemata after Overclock ends. 
« Overclocking has no effect on Battle Time. 


As should be evident, Overclocking provides great benefits to you both 
offensively and defensively. It's effective as a way to facilitate brute 
force victories against otherwise tough opponents. Ideally, though, you 
should aspire to use it with surgical precision as a part of more calculated 
strategies in order to conserve EP for other functions. 


Army of One 


Pressing C2/B again during Overclock unleashes Lightning's ultimate 
attack, Army of One (€). for the cost of one additional EP. This ability 
is extremely powerful, but factors in the basic parameters of all three 
active Schemata in its damage calculation. It is also a Special-type attack 
meaning that it ignores resistances. 


The ability will always cycle through your Schemata in the same order 
starting with the Schema that initially triggered the ability 


HEMATA ORDER 


There are four distinct phases 
« Phase 1: 8 hits (4 physical, 4 magic) in starting Schema 
« Phase 2: 16 hits (8 physical. 8 magic) in Schema 2 


« Phase 3: 24 hits (12 physical, 12 magic) plus a physical launcher in 
Schema 3 


« Phase 4: Physical finale in starting Schema 


Each of the 50 hits has a Damage Power of x0.50 (except for the finale, 
which is x20.00), Variation of 3%, a Cut of 95, and heals Lightning for 
10% of damage inflicted (except for the finale). 


Using Army of One ends your Overclock, no matter how much of the 
meter remains, Therefore, unless you foresee a preemptive conclusion 
to the battle, the only sensible time to use Army of One is when your 
Overclack meter is almost completely empty. 


Restorative Abilities 


As your inventory improves and you gain access to ever more 
powerful recovery items, the utility of restorative EP abilities 
diminishes rapidly. On Normal and Hard Modes Curaga and 
Arise are simply not worth the EP cost (not to mention the 
resulting penalty to aur Batt when a single recovery 
item will suffe. Esunada is comparable but stil inferior to a 
Mega Remedy, which confers an additional Veil effect. These 
abilities should be regarded as no more than a last resort 


Arise is worth highlighting for its unique mechanics. 
Though it has an advertised cost of 3 EP. it is capable of 
revival whenever you have any amount of EP remaining, 
even if it is an infinitesimal fraction of the meter and not 
immediately visually apparent. The amount of HP it restores 
is directly proportional (as a percentage) to how much EP is 
remaining, with the benchmark of 3 EP corresponding to a 
full revival, and the minimum being 1 HP. 


Quake & Decoy 


These two abilities offer unique effects but are of limited 
practical use. 


» Quake costs 2 EP |t is a Special-type attack that 
deals one hit at a fixed damage of 9,999 (€B)). It has 
a Cut value of 55, can launch the target and, most 
significantly, adds à whopping 1.000 points of Stagger 
Wave Preservation. 


» Decoy costs 1 EP. It summons a Moogle doll into the 
battle to draw enemy attacks (€). The decoy has 5,000 
base HP. no special resistances, immunity to launch or 
disruption effects, and lasts until it is destroyed 


TECHNIQUES 


Charge/Drain Abilities 


We summarize the parameters governing all “charge” or “drain” abilities (ones that incur a persistent change to ATB if you hold down the input 
button after the initial ATB cost) in the table below. 


Light Guard, Light Guard 


Guard, Guards 


Heavy Guard, Heavy Guards 


NulAll Guard 5 ATB per second; Guard Resistance agsinst eiemental attacks 475% (multipfcative) 
Heroic Guard ATB per second 

Steelguard 2 ATB per second; Guard Resistance +8% per hit taken (multiphcative) 

Mediguard, Mediguard+ 10 ATB per for Mediquards; heals 1.8% HP per second (1.2% HP for Mediguards] 
ATB Charge +20 ATB per second (animation and effect persist for ane second after releasing input 
Charged Strike 9 a maxim 


These ATB expenditure values translate to Overclock meter points in the same way as previously detailed. This makes ATB Charge a rather ineffective 
ability when Overclocking 


Cut and Keep 


Interruption and maintenance, corresponding to the 
parameters Cut and Keep, are vitally important in this game. 


Compared to Final Fantasy XIIl and XlII-2, when you had three 
characters to sustain offensive momentum instead of one, 
Ífs much more important to avoid interruptions in Lightning 
Returns. Cut values also tend to be higher across the board 
and enemy Keep values rarely change after staggering las 
they did in previous titles). Therefore, you must plan and 
react accordingly or run the risk of stalling your offensive. 
In the worst cases, a serious mistake could lead to a 
significant setback, such as the complete dissipation of a 
Stagger Wave, or being launched during an enemy combo. 
This is why diligent guarding and, with certain aggressive 
opponents, the Vigilance effect are so important. 


Interestingly, recovery items and EP abilities can be 
considered as emergency options to avoid interruptions, 
as they boast Keep values of 90 and 100 respectively. 
Obviously, you should not use them solely for this purpose, 
but a well-timed buffing Potion, for example, can help you 
maintain your stance during a strong enemy attack and 
prime you for a devastating counteroffensive. 


DISRUPTIONS 

Disruptions against susceptible targets occur only when 
damage is taken and Cut exceeds Keep. The specific disruptive 
effect observed depends on the ability used by the attacker. 


* Launch (@B) is common to certain physical abilities 
and numerous strong spells. Many abilities can also 
juggle to keep a target airborne after launch, even if 
they themselves do not have a launch property. 


Knockback (€B) is a near-universal property for all 
abilities. Grounded targets experience a friction modifier 
that halves the distance an attack pushes them back, 
but if an attack has both launch and knockback, the 
target will be thrown away. 


Knockdown (€) drives the target into the ground 
Jump and Smite are examples of abilities that carry this 
effect, 


Pull draws a target closer to a specific area, usually to 
set up a much stronger attack. 


GOLDEN DAMAGE NUMBERS 

Aside from madifiers to Cut and Keep via status effects or 
auto-abilities, there is a hidden threshold related to damage 
susceptibility that frequently enables you to take advantage 
of elemental weaknesses and induce interruptions. IF you pay 
attention to damage number displays on-screen, they actually 
change size and can tum golden (B) when net damage 
multipliers exceed 200%, in which case the Cut value of that 
attack doubles. In practice, this means that on occasion, you 
can inflict either Deprotect or Deshell in conjunction with 
Imperil on an enemy, doubling the Cut of all of your elemental 
attacks, and therefore interrupting your target more often. 


As an illustration, suppose you begin a battle against 
Desdemona (100% physical susceptibility, 120% Lightning- 
elemental susceptibility) with an Auto Enthunder effect. 
\f you inflict both Deprotect (+33% physical damage) 
and Imperil (+50% elemental damage), the resultant 
susceptibility to Lightning-elemental physical attacks 
becomes 133% x 170% = 226%. Using Attack will now 
produce golden damage numbers and interrupt Desdemona 
due to the doubling of the Cut valve. 
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Positional Control 


DAMAGE 
The battlefield is defined dimensionally in terms of meters. 
Certain effects in battle are dependent upon Lightning's 
position relative to the enemy, 


* Positional Bonus/Blindside: |f your angle to an 
enemy’s frontal plane is 90 degrees or greater (which is 
considered as being “behind” the enemy — GB), you'll 
obtain an additive 20% bonus to damage. If you have a 
Swift Rapier equipped, regular physical attacks will also 
transform into the Blindside replacement ability, which 
provides an additional x1.2 modifier to the first attack 
of a combo, 


» Hand-to-Hand: A feature of the Enlister's Gloves, this 
provides à bonus to damage when the enemy is within 
2.5 meters. All physical attacks except for Artemis's 
Arrows have a maximum range of less than this value, 
so this will virtually always be triggered if you use 
physical attacks. You can also certainly cast spells up 
close, although doing so pushes Lightning backward 


* Sniper: A feature of the Sniper's Gloves, this provides a 
bonus to damage when the enemy is beyond 5 meters. 
This is actually very easy to trigger if you use Lightning's 
actions as a general indicator of distance. The backstep 
that she performs at the beginning of a normal spell 
chain will push her back roughly 2.5 meters 
refer to this action as “first-casting”. If you first-cast 
twice in rapid succession, you will be far away enough 
to obtain this bonus. regardless of how close you were 
to the enemy. Note that the backstep is not the same as 
the backflip she performs when casting a finale. 


MOVEMENT AND EVASION 


You can move around freely in battie with ®, but this 
is generally not recommended. If you want to close 
the distance between you and the enemy, simply 
using a physical ability is overwhelmingly preferable 
to approaching manually. Lightning's walking speed is 
1,8 meters per second. By comparison, when you use a 
physical ability, she performs a dash at a speed of close to 
20 meters per second. 


There are certain abilities that enable you to move around 
much more efficiently. Perhaps the best example is Evade, 
which results in a backflip if invoked neutrally, but tums 
into a dodge-roll in any direction if you simultaneously 
tilt @ forward or sideways (€). This is by far the best 
way to invoke a positional bonus. Anather (less effective) 
option is Fatal Sweep, which enables you to slide in any 
cardinal direction while simultaneously performing a 
modest attack with high Stagger Preservation. These 
actions are also obviously effective evasive maneuvers. 
To time them properly, you need a substantial amount of 
technical precision that comes with repeated encounters 
and familiarity with enemy attacks. 


Perhaps the most valuable evasive tool against large 
enemies with limited mobility (which characterizes the 
three strongest foes in the game: Aeronite, Ereshkigal, 
and Bhunivelze) is to “first-cast” repeatedly to the edge 
of the battlefield, placing as much distance as possible 
between Lightning and the enemy. This enables you to 
evade many powerful abilities with fixed ranges, such as 
Aeronite's Roar and fourth-tier elemental spelis, as well as 
Ereshkigal's Grand Impulse. 


Action Input and Animations 


Broadly speaking. the animation of every attack 
be split into four phases 


« Initiation: Examples of this include the “first-cast 
longer first swing of a weapon at the start of a combo. 


backstep 


« Execution: This is the key phase during which the action and effect of 


the ability is applied. 


* Combo Window: An interval during which additional actions can be 
chained to the c ul, the jed action occurs with 
no initiation phase. Note that this window does not exist for finales. 
unless a head accessory that enables multiple finales is equip 


rent one. If succes: 


« Recovery: New action chains, begi vith a new initiation phase 
are permitted after the expiration of the combo window and/or an 
additional cooldown period, 


With this in mind, you can develop a better feel for the animation sequence 
of every ability and execute them with greater precision to achieve exp 
level outcomes. For example, you can quickly cast SI 
hesitating for the briefest of moments between inputs to re 
the first-cast backstep, “zoning” you out of Ereshkigal's Grand Impul: 
in time while simultaneously inflicting the ailment. 


Perfect Timing is the art of linking offensive abilities in à combo by 
pressing the corresponding buttons with a precise tempo: either exactly 
as the previous physical attack strikes or as the prior spel leashed. 
The Perfect Timing intervals are very, very ows during the 
execution phase: 1/15 second for Punt/Whirlwind Kick, 1/6 second for 
finales, Feeders, and Slayer, and 1/10 second for all other attacks 


su 


ort win 


ir 


The Perfect Guard intervals for defensive abilities generally correspon 
the 1/6 second before the “impact” animation of an enemy attack, such 
as the arrival of a projectile or shockwave (€). If your Perfect Guarding 
technique is well established, you c abilit 
as Light Guard against multiple-hit a a Perfect 
Guard repeatedly for the (perfect) timing bonus. This is more effective 


r quar 
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tch and hope to enjoy the effects 
Magic d you cast à slow-moving projectil 
uch as Blizzara and then switch to your strongest Magic Schema, the 


s all the para: fy meaning the spell 
Ie the game considers your first Schema the active one until the 
ability’s animation phase ís complete, meaning the second Schema is 
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Therefore, buffering is strictly a defensive maneuver in Lightning Returns. 


The only that can be buffered are the HP and resistances 
f the ses a, as these have no to vour current ability 
execution. The most useful application is with the Locket Pendant or Soul 


of Thamasa and their respective upgrades. These head accessories carry 


auto-abilities that allow for two or three c utive finales, making therr 
extremely p ul. In exchange, they signifi your 
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Damage Calculation 


There are ten different factors at play during the calculation Each-one is 
detailed after the presentation of the formula: 


“AxBxCx{1+D+E+F)xGxH e= Calculated Damage 
» Calculated Damage +1 = Adjusted Damage 
* Adjusted Damage sb J = Final Damage 


A 


Damage Type Parameter: Strength or Magic as applicable to the 
ability used. Quake. 1000 Needles, and Ereshkigal's Meteor are the 
only abilities in the game for which thís factor is irrelevant. 


Damage Power x (1 — Variation): The multiplier of the ability used, 
subject to the abilits inherent Variation, which is the maximum 
percentage of random decrease to the power. A Damage Power of 
1.00 with Variation of 3% means that the final value of this factor can 
be anything between 0.97 and 1.00. 


c 


Effect Modifier: A multiplicatively stacking value that takes on the 
following values for the effects shown below. 


« Bravery/Faith on the attacker: x1.5 

* Debrave/Defaith on the attacker: x0.33 
« Target is Dazed: x2 

« Attack staggers the enemy: x3 


D 


Technical Modifier: The sum of Perfect Timing or Positional 
Bonuses applicable to the ability used 


E) 


Attribute Modifier: The sum of all attribute bonuses conferred by 
auto-abilities to a specific ability — in other words, auto-ebilities of 
the category “Ability Bonus” (see page 250 for details). 


F 


Situational Modifier: The sum of all situational bonuses conferred 
by auto-abilities based on current battle conditions — in other words, 
auto-abilities of the category “Situational” (see page 250 for details). 


G 


Damage Susceptibility: This is the net modifier applied based 
on the attacks type and element and the target's susceptibility. If 
more than one type/element applies, then the susceptibilities are 
multiplied together. If there are Stagger Modifiers in play, then these 
are also multiplied on top. 


HI 


Guard Resistance: A Lightning-only factor that reduces incoming 
damage from enemies. This is equal to 1 minus the percentage value 
{which can be improved by Guard Efficiency and Elemental Guard 
auto-abilities). Special-type abilities such as Aeronite's Hellflare 
ignore this factor completely, except when you Perfect Guard 


AS 
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I)_Adjustment: A basic addition or subtraction from Calculated Damage. 
There are only two possible values: a reduction from the Guard 
Defense parameter af à shield or an addition fram the Fixed Damage 
auto-ability effect. If Adjusted Damage is not a positive number, then 
the target takes no damage and "GUARD” will be displayed. 


J 


Damage Threshold Check: If Adjusted Damage exceeds a certain 
threshold, then it is the Final Damage. If it does not, then the Final 
Damage is 1. This check is performed only against Cactair and Last 
One enemies, with the following applicable threshold valves: 


DAMAGE TH 


Damage Threshold 


ought £ (both 100 
Niet @, Gablot 2 Gramin £. Minitan @, Raffhesie se 
Goblin O, Hoplite 
Dread ta 1000 


hi 


Here is a sample calculation to show you just how severely all these 
factors can stack. The action sequence: Lightning has a modest 2,000 
strength and uses Jump with a Perfect Timing bonus to stagger an enemy. 


Maxed Level 3 
B with Jump; assume 
Variation loss 


x 1.20 x 457 (finale) 1.14, 
=539 


Jump) 


* MECHANICS 


x1140-2040.2040 20) =x 1.6 


«(0.500 33) x (2004050) =x 2075 


H‚LandJ None Hex 1; 10: bypass J 


Final Damage = Calculated Damage = 2,000 x 639 x 9 x 1,6 x 2075 = 381,866 


Upgrading is available only on New Game+ playthroughs, making 
this section essentially irrelevant on a first playthrough. By 

understanding its principles, however, you will be able to plan 
ahead and make the right decisions from the beginning. 
Upgrading equipment is one of the quickest 

ways to secure a marked improvement in 
Lightning's combat prowess. 


Upgrading 


This section analyzes the mechanics and strategic aspects involved in the 
process of upgrading equipment. You should use it in conjunction with the 


tables that begin on page 226 to fully td 


UPGRADING 


Upgrading a weapon or shield is very easy to do: you select a piece of 

quipment, dump in as many available Components as you like (each 
granting one increment). and perform the upgrade to increase the item's 
parameter boosts. There are three “tiers” of upgrades. A fixed set of 
factors governs the upgrade mechanics of each tier. 


Es Mighty Material Swodd Polisher Har: enten 

gemaa ll wa Maer nl Pister Ue Selva or So 

Strength/Magic increment «10 «25 450 

HP increment +100 +100 +200 

Stagger Power increment 1% 1% 1% 
Benefits | ATB Speed increment , , p l 
Guard Defense increment Ri 5 RJ 4 

Auto-Abihities at Max 0-1 level 0-1 level 1 level 


The improvements of all parameters are incremental: for every upgrade you perform, à parameter is immediately increased by an increment 


The improvement of auto-abilities only occurs when you perform all of the upgrades in at least one tier. Some increase by one level per tier (for example. 
“Status Ailment Damage +xx%”}; others have a single enhanced version (“Arsenal of One” becomes “Arsenal of One+”), which they reach with the L 
fulfillment of all possible upgrades to that auxiliary effect. 


UPGRADING STRATEGY 

Every weapon or shield that can be purchased at shops belongs to 
a category (such as “Long Swords”), though this is not immediately 
apparent in the game. All pieces of equipment within a category have the 
same upgradable effects, and are subject to the same maximum values. 
On the other hand, they each have their own unique amount of possible 
upgrade increments 


This is the most important point to remember. For weapons and shields 
that you can buy, the limiting factor between selections within a category 
is not the maximum effect (once maxed at Tier 3, all Katanas have the 
same Strength, for example), but rather the total number of upgrades you 
can perform. Buying a more powerful base weapon enables you to start 
farther along the bonus gradient, but it won't necessarily get you farther 
in the end, 


The key number in assessing the upgrade potential of weapons and 
shields within categories, then, is the number of Unavailable Upgrades, 
which we have included in our tables in the Inventory chapter (see page 
250). This determines how close every fully upgraded weapon and shield 
can come to achieving this unattainable ideal. Surprisingly, the most 
cost-effective choices in every purchasable category turn out to be the 
cheapest weapon or shield. Often, the most expensive variants have 
marginally higher potential, but require an enormous initial investment 
of gil to purchase. Intermediate variants are universally inferior in this 
regard, and once you begin upgrading in earnest, to should feel free to 
sell off anything in this range. 


ADE PRIORITIZATION 
Since there is always at least one parameter that you have to sacrifice 
for a piece of equipment (that is, one that you cannot max because of the 
upgrade limitation), you have to think carefully about how to prioritize the 
upgrades you perform. 


As a rule, it is recommended that you always upgrade in priority the item's 
key parameter (for example, Strength for a weapon wielded by a physical 
damage-dealer) and every auxiliary effect to maximum. Auxiliary upgrades 
tend to be fewer in number and provide bonuses that are much harder to 
acquire otherwise, so favoring them makes sense. The only exception to 
this is the Stagger Power penalty on Gagnrad-and Double. Deity, These 


HONTNIND ARTYENS- 


weapons are clearly not designed for staggering and to spend up to 25 
upgrades on this parameter would be a complete waste. 


Finally. tt is worth noting that Tier 3 Components can only be dropped by 
enemies, while Tier 1 and Tier 2 Components can be painlessly purchased 
from Adventuring Essentials merchants. as long as you have the cash. If 
you're committed to performing many upgrades, you'll need to learn how 
to farm for Tier 3 Components efficiently (see page 297). 


Downgrading 


If you wish to revise your upgrades to a weapon or shield, or retire it 
altogether, you can use the downgrade feature to salvage a portion of the 
Components from your initial investment. The amount you receive follows 
a simple rule: for every upgrade you wish to undo, the game runs a check 
at fixed percentages for every Component spent. These percentages are 
10%, B0%, and 90% for Components of Tier 1, 2, and 3 respectively. 
So while you should choose the base for your upgrades wisely, the 
refunds make downgrading fairly practical, especially with the relatively 
impressive retention rate for valuable Tier 3 Components. 


ding Acce 


When you open treasure spheres or defeat Last Ones during a 
New Game+ session where the reward is a head accessory of 
8 type that you already have from a prior playthrough, you do 
not obtain a duplicate item. Instead, the head accessory in your 
possession automatically evolves into & more advanced version, 
as shown in the table on page 232 of the Inventory chapter. Each 
head accessory has two possible upgrades, and some of the third- 
tier incarnations are extremely potent. Once you have the final 
upgrade of a head accessory, any further acquisition will grant 
you a substitute gil reward. 


Arm accessories cannot be upgraded, and nor can you have more 
than one of each type. You will instead obtain gil or different items 
(usually nominal sums and low-value abilities respectively) as 
replacement rewards. 
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ubstantial amounts of gil and prioritize enhancements for your most 
mportant abilities 


Synthesis Rule 


û 


There are multiple factors that come into play whenever you syí 
two abilities together. 
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Power Increment Bonus Chance 


Every time you synthesize two abilities with upgradable Damage Power 
values together, the resulting ability is superior (by at least one increment) 
to the higher power modifier of the two abilities that were fused 
Therefore, when you begin any Synthesis session in a Sorcery Shop, make 
sure to always include your most powerful ability in each operation. This 
minimizes the number of increments you need to reach maximum power. 


There is a chance to invoke more than one incremental increase every 
time you synthesize. These are very rare events, but on occasion, you may 
luck out and essentially reap the benefits of multiple synthesis events for 
the cost of one. This concept is governed by the following calculation: the 
chance for n increment bonuses on an ability at a particular level after the 
fist guaranteed power increment is its Bonus Chance value raised to the 
(n+1}” power. 


For example, the Bonus Chance value for a Level 1 Attack is 30%, 
or 0.3. With each synthesis at this level, you are guaranteed an 
initial power increment of 0.05. Then, there is a (0.3/'“" = 3% chance 
that you will receive 1 additional increment of 0.05, for a 0.10 total 
increase in Damage Power. This quickly decreases to a 0.27% chance 


for a second bonus increment (0.15 total power increase), and so on, 
Therefore, it is unreasonable to expect increment bonuses to occur 
with any regularity. 
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» Defensive and Ailment Abilities: These two categories present 
much less of a headache, as there are no power increments to worry 
about. A single copy is all you need to reach the final leve 


carry up to 400 abilities at once. While this may sound like 
a lot, you'll likely find yourself approaching the neighborhoad of this limit 
near the end of a first playthrough unless you are especially persistent and 
meticulous in selling or synthesizing your spoils. 


ile synthesizing occasionally 


ant 


tis perfectly viable to get by with 
boost or an auto-ability. Upon graduation to Hard Mode, 
want to take on the game's most daunting challenges. 


« Physical and Magic Abilities: You should allot a large part of your 
inventory space to these, as they require many synthesis increment: 
within a level before they can be Level Boosted 


* Defensive and Ailment Abilities: In general, feel free to sell off any 
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Synthesizing or Level Boosting abilities just to sell them is 
counterproductive. Sell prices are poor for all abilities except for the 
rarest ones, which you should never want to give up anyway. A few are 


only obtainable once per playthrough on Hard Mos 


Once you have begun Hard Mode, bring a stash of minimal-cost Lv,3 
s with you from your prior playthrough, repeating the same 
e abilities to Lv.5/% via Synthesis and Level Boost 
ty. You will thus end up with abilities offering 
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one last time with equivalent abilities carrying the best auto-abilities 


abilit 


maximum pat 


There are three possible ways to approach this: 


» Lv.4 & Lv5 Auto-Abilities: These are the easiest to get — they're 
found on Lv.4 and Lv.5 abilities, dropped by enemies on Hard Mode. 
Consult our Ability Drops section and table on page 246 to identify 
the timeline days when each enemy type drops abilities at the level 
you're looking for. These auto-abilities are usually efficient and 
straightforward, but their potential is not always comparable ta that of 
the Rare and Chaos-Infused variants. 


Rare Auto-Abilities: These can appear during any Synthesis of Lv.4, 
Lv5 or Lv. abilities that carry the same auto-ability. When they do 
appear, they supersede the existing auto-ability. Rare auto-abilities 
are extremely powerful and can make a massive difference in highly 
specialized setups. 


. 


Chaos-Infused Auto-Abilities: These can only be obtained on Lv5 
abilities dropped by enemies in Chaos Infusions, which makes them very 
rare as well, Indeed, aside from exceptions such as the “Death Game” side 
quest (see page 119) and fights along the highways, Chaos Infusions are 
limited in availability, If you are insistent upon obtaining as many of these 
auto-abilities as possible, consider saving before clearing every Chaos 
Infusion and reloading if the result is not to your liking. Naturally, don't 
neglect to equip the Beggar’s Beads accessory to double your chances. You 
should also aim to fill out the target's Libra information. A Bestiary entry 
with full Libra (designated by a check mark in the menu} confers a 20% 
increase to the chance that a dropped ability from that enemy will also 
camy an auto-ability. 


When you finally strike good fortune, you can then synthesize your desired 
result with the retained minimal-cost copy of the ability to complete the 
process and obtain an “ultimate” version of the ability. 


It goes without saying that you should save before canducting any important 
Synthesis sequence. If you run out of abilities to synthesize without 
obtaining a Rare auto-ability, simply reload and try again. 


Sorcery Shops enable you to create a “perfect” version of each 
gbility. These combine the low ATB costs of abilities synthesized 
and Level Boosted from the ground up, with the best auto-abilities 
available only on high-level abilties. 


SORCERY STEPS 


Step |_ Description Det 
This roguires you to 
Fully « Farm multiple copies ot the ability at each level 
symthesiing and |__ (see page 246 for a complete flawchart) 
ä ep « Synthesize these copies until you reach the 
level's cap ($) 


Lvl to ly to 


reduce ins ATB _| * Level up the maxed ability via Lovel Boost 
| cost « Ropeat this until you reach the final increment 
of Level 5, 
There are three possible methods: | 
_» Lw & Lw5 auto-abilities are easy to obtain as 
drops or via Synthesis, but they are not the most 
‚_ powerful ones. 
Ovtamngs «Rare auto-abilities during any 
€22 highlevelauto- «Synthesis of Lw4, Lv5 or -& abilties that carry 
abi | te same auto-ably; they are. vsetl, 
+ Chaos-Intused auto-abilities can only be 
‘obtained on Lv5 abilities dropped by enemies in 
Chaos Intastons, which makes them rare — but 
well worth the effort. 
Symthesiing the | « Smply synthese the ability featuring the high- 
63 | productof the level auto-ability (from step #2) with your retained 
above steps tmunsmal-cost copy of the ability (step #1) 
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IN TORY ASSESSMENT 


To help you wade through the plethora of options for setting up your Schemata and developing a battle strategy. we now proceed to highlight the most 


effective and interesting selections in every inventory category. 


Garb 


Early in your adventure, locked abilities on garb are often easily superior 
to any customizable counterparts in your inventory, but as you steadily 
make more judicious use of Sorcery. you'll eventually outclass most 
locked abilities. After this transition occurs, ATB-related parameters, open 
ability slots, and auto-abilities become more important in determining 
garb value. Refer to our table on page 224 for details on garb parameters 
and availability conditions. 


EARLY-GAME 

» Velvet Bouncer: This snappy outfit, available in Yusnaan, is the 
premier physical-oriented garb during the early days of the adventure, 
with the useful Blitz ability and a great natural boost to Strength. 


» Ignition, Watery Chorus, Electronica, and Woodland Walker: 
These elemental-focused garments are of high priority vpon reaching 
Canopus Farms in the Wildlands and should be favored over the more 
defensive options available in Luxerion, Since exploiting natural 
weaknesses is so important in the game, it's vital that you are always 
able to access any of the four elements. 


« Passion Rouge: Perhaps the single most useful starter garb, this 
ensemble, available just outside the Dead Dunes Station, comes 
prepackaged with the almost universally applicable Deprotect and 
Deshell ailment spells and some very useful auto-abilities. Combine 
this with the Femme Fatale rapier that you receive during the main 
quest in Yusnaan for a pure and powerful Saboteur setup. 


MID-GAME 
« Soldier of Peace: A garb that we would categorize as one of the 
most notable in the entire game, it possesses not one but two unique 
abilities. Shadowbind is the only way to inflict the Daze ailment aside 
{rom stagger effects, while Artemis's Arrows is effectively a faster, 
Heavy Slash with tremendous knockback, although it 
cannot be used in midair. Complete the “The Hunter's Challenge” side 
quest (see page 125) as soon as possible to get your hands on this 
outfit. 


» Purple Lightning and Blue Mage: These are very useful against Zaltys 

and Zomok respectively. The area-of-effect physical sklis can trigger the 

huge stagger madifier against the heads of these enemies, enabling you 

to almost instantly stagger them with Flood or Lightning. Purple Lightning 

also offers enormous boosts to both Maximum ATB and ATB Speed. 

Paladin and Sacred Knight: Top-notch defensive garb. 

Hunter of the Wild: A good physical-oriented garb to use against 

groups of weaker foes; the Victor Drain auto-ability will heal you with 

every defeated enemy. 

* Vengeance and Shadow Trooper: With their innate Beat Down 

abilities, you can pair one of these outfits with a Spear and begin to 

experiment with the staggering power of Jump. 

Déjà Vu: A powerful outfit for skilled, efficient players when employed 

in combination with Critical auto-abilities. 

« Danse Macabre: A garb designed to target lemental weaknesses. Use 
it in combination with Imperil to trigger Sweet Spot as often as possible. 

« ['automne: An effective garb for staggering, with an ideally 
complementary auto-ability, Stagger Siphon. While the power modifier 
of its spells will eventually be eclipsed by those of your own abilities, 
the ATB costs are optimized at Level 3, giving this outfit significant 
lasting power. 


* Splendid Admiral and Intruder: These two outfits should be 
purchased immediately when they become available. They enable you 
to trigger Bravery and Faith whenever you want for a large boost to 
your offensive power. By using their innate Guard abilities — or even 
better, Heroic Guard — you can drain your remaining ATB rapidly to 
accomplish this as and when required. 


» Cyber Jumpsuit and Quiet Guardian: These two seemingly 
insignificant early-day garments, when paired with either Preta 
Hood and Runic Ring or Ghostly Hood and Guard Ring, give you 
100% resistance to magic or physical attacks respectively. This can 
essentially make you immune to damage against the magic-oriented 
Ereshkigal and Aeronite (as long as you Perfect Guard Hellflare and 
stagger it from a distance), as well several physical-oriented large- 
scale enemies (Chocobo Eater, Earth Eater, Cyclops, Zaltys, Zomok, 
Reaver, and their £ versions) 


LATE-GAME 

« Equilibrium: With its unique ability that doubles the ATB recovery of 
standby schemata, the upgraded version of Lightning's default garb is 
one of the best support-based options in the game. 

» Heartstealer and Dragoon: These are the only two outfits to confer 
a bonus to Stagger Power. Therefore, you should obviously pair them 
with a Spear and either Beat Down or -ra elemental spells to maximize 
their potential. 


« Martial Monk: This garb offers tremendous potential with Whirlwind 
Kick, which is to Punt as Artemis's Arrows is to Heavy Slash. Whirlwind 
Kick can launch even with its normal hits to set up an aerial knockdown 
finale and, if your execution is precise enough, its tremendous Perfect 
Timing bonus of 300% effectively uadruples your damage! 


« Nightmare: Siren Slash, an attack with the animation properties of 
Light Slash, is a very interesting ability that inflicts a high-Accumulatian 
ailment (one randomly of Deprotect, Deshell, or Imperil} on the enemy. 
The ailments have very low base duration, but you can essentially use 
one ability slot for three ailments by attacking repeatedly. Consider 
equipping a high-Magic weapon and inflicting the ailments of your 
choice just before an Overclock. 


OTHERS 

« Dark Orchid: The EP Vengeance auto-ability, while seemingly 
unimpressive and wholly inefficient as a reliable method to restore EP, 
does have a niche use. It enables you to revive endlessly as long as 
you heal (for example with Mediguard) and take one hit before getting 
knocked out again. The infinitesimal amount of EP that is restored is 
enough to permit an Arise that leaves you with 1 HP. 


Ultimatus, Astral Lord, and Pallas Athena: These come equipped 
with Ultima, top-tier elemental spells, and Heroic Guard respectively, 
but are little more than novelties as you optimize your abilities, 


» Guardian Corps and Knight of Etro: If you have maintained save 
files from Final Fantasy XIIl and Xlll-2, you'll be rewarded with these 
themed costumes, which also happen to be blank slates with no innate 
abilities or special properties, giving you full flexibility in terms of 
‘Schema customization. 


Miqo'te Dress: The dual-type damage property of Magic Slash 
makes it a deadly secret weapon against Aeronite, Ereshkigal, and 
Bhunivelze's final form. After you fully stagger these enemies and 
induce massive weaknesses to both physical and magic damage, this 
unique ability will enjoy huge bonus multipliers. 
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DEFENSIVE ABILITIES 

» Each standard Guard ability can be useful in specific circumstances. 
As a general rule of thumb, Heavy Guard is beneficial early on in the 
game as it offers a strong defense. Later on, once you master the art of 
Perfect Guarding, low-ATB cost abilities become more cost-effective. 
Heroic Guard is a special case, as it offers several unique benefits and 
strategic options. 


Though handy early in the game to heal, albeit very slowly, Mediguard 
becomes enormausly inefficient once better options are available. 


Evade has interesting applications, making it possible to avoid 
damage completely against enemies that favor physical attacks. In 
such encounters, a heavily evasive style is quite effective if you are 
adept at perfectly timing Evade, which actually rewards you with a 
regain of 20 ATB! This technique is particularly useful against long 
multi-hit attacks such as Chocobo Eater’s "Chef's Secret”, 


. 


While mostly novelties, Counterblow, Counterspell, and the attack 
triggered by the Revenge Guard auto-ability can occasionally be very 
useful. These abilities sport a non-trivial Stagger Power value of 30 
(Counterblow and Counterspell also have 40 Preservation) and can 
invoke large stagger modifiers in specific situations corresponding to 
enemy actions, such as when Zaltys and Zomok perform bite attacks, 
exposing their heads to reprisals. 


Recovery Items 


» The value of elemental Potions should not be understated. There are 
really no other ways to sustain these effects for the duration that these 
recovery items offer by default, against elemental weaknesses, the 
boon to your offense is massive. When the time comes to face Aeronite 
and Ereshkigal, you should always have one of these handy to retain 
the possibility of incurring a massive damage boost by inflicting imperil 
and using the item at the right time. 


e 
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AILMENTS 

» As we have stressed, Deprotect, Deshell and Imperil warrant 
automatic consideration in any Schemata set for their almost universal 
effectiveness. Their defensive analogs, Debrave and Defaith, are 
useful if you find yourself underprepared against a strong enemy. but 
lose their valve once your parameters are sufficiently high and your 
strategy thoroughly optimized. 


Poison becomes more powerful as you Level Boost to improve its base 
duration, thus reducing the frequency with which you have to refresh it. 
The persistent depletion of an enemy's health is a great supplementary 
tool to have in designing your offense. Curse helps against enemies 
that are prone to interruptions after infliction. Stow can be a welcome 
addition to reduce the frequency of enemy attacks, though this isn't as 
important once your ability to guard (and, even better. Perfect Guard) 
is high enough. 


The Disaster spell inflicts the following five ailments, each with 
Accumulation and base Magic Effect Time of 110/20s: Debrave, 
Defaith, Deprotect, Deshell, and Curse. It has limited practical 
usage given the low Accumulation values, high ATB cost, and the 
fact that you cannot obtain it until you achieve victory over Aeronite 
on Hard Mode. 


To a lesser extent, this also applies to Vigilance Potions. Invoking 
this enhancement for five whole minutes can essentially make you 
uninterruptible. 


If your primary concern is Battle Score, then generally it's much better 
to avoid using Curaga or any recovery items at all to restore HP, relying 
instead on auto-abilities and wfts of Phoenix Down to revive yourself if 
you do fall in battle. See page 270 if you need a refresher on how Battle 
Scores are calculated. 
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GUIEK SUMMARY 


Even a cursory reading of all previous er should 
reveal how pivotal the numerous modifiers and parameters used in 
Lightning Returns are. Simply attacking an enemy. even with powerf 
abilities, might enable you to defeat the weakest foes in the game, but it 
won't get you much farther than that. 


Of course, this doesn't mean that you have to make complicated 
calculations to ensure that you take all factors into account and process 
them in real time whenever you face a monster. All you need is to acquir 
an instinctive understanding of the tools at your disposal, and how 
can make use of them efficiently in any given situation, 


As a (simplified, but useful nonetheless) synthesis of all the in- 
mechanics described so far, here is a breakdown of what your priorities 
should be at the beginning of all but the most vneventful battles 


» Inflicting Ailments: An all-important step to weaken your opponents 
and ensure a decent damage output for Lightning. Deprotect. De 
and Imperil are spells that you should be casting in almost every 
encounter. all leading to substantial damage modifiers in your favor. 


* Staggering: Breaking your target's defense should be your goal in 
all battles, barring those against insignificant foes. Staggering has 
multiple beneficial effects for you, from additional damage modifiers 
to stagger effects hampering the enemy. Occasionally, you may also 
wish to delay infliction of ailments against enemies that are especially 
resilient until they have been staggered. 


* Dealing Damage: ripe for a beating, 

itis which will 
benefit from the various modifiers you have triggered so far (which you 
can further amplify by buffing Lightning with status enhancements just 


the damage-dealing phase) 


Once your target is staggered ar 
st powerful ab! 


e for you to unleash your ties 


prior 


Of cou this is a theoretical description of the ideal ba flow. 
In practice, it must be adaptive in response to many factors that 
work against you: Stagger Decay, ATB depletion, defensive duties 
against enemy attacks, the transience of status effects, and so 
forth. In addition, there are many tasks that you have to compl 
outside battles to fully optimize Lightning’s potential. This includes 
securing the best garb, improving abilities via Sorcery, and upgrading 
weapons and shields in Forges (a feature exclusive to New Game+ 
playthroughs). 


Nevertheless, the three above priorities are the cornerstone of the battle 
system in Lightning Retums. Base your strategies on them and you are 
almost guaranteed to attain maximum efficiency in every single enemy 
encounter. The best way to do this is to specialize your three active 
Schemata accordingly — with each Schema dedicated to specific tasks 
within its respective “jurisdiction” 


Indeed, by deliberately creating Schemata whose parameters are 
enhanced specifically with a predefined “role” in mind, you can 
tremendously optimize your overall effectiveness — which leads us 
neatly to 


If you've read the previous sections in this chapter, you now know how the 
multiple factors and modifiers used in the game play a major part in your 
battle efficiency. The best way to take this into account in actual practice 
is to define specific “roles” for your Schemata, specializing them for very 
specific duties, and then enhancing only those parameters or abilities 
required for the tasks they will be employed for. An obvious example 
is that there is no point whatsoever in increasing the Magic stat of a 
Schema that focuses on dealing physical damage. 


Staggering Roles 


RAVAGER 


OEES & CHARACTER SPECIALIZATION 


This section offers you a selection of possible role setups, each 
category beginning with a Schema that you can start building at a very 
early stage in the game, on Day 1 or 2. If you have played either of the 
previous Final Fantasy XIII titles, you should immediately recognize u 
some of the terms we use. Of course, you should feel totally free to 
use our suggestions as a launching pad for devising your own Schema 


designs. 
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SCHEMATA SETUPS 


Even the best role taken individually is worth very little if you don't have two complementary Schemata to accompany it. Composing balanced 
sets of three Schemata is key to obtaining the best results. This section offers suggestions of setups that can prove reliable and efficient at 
various points in the timeline, or in specific situations. 


All-Around Schemata ) 


The following Schemata combinations are one-size-fits-all setups. They can see you safely through most quests and dungeons, requiring only 
very minor adjustments when you change regions. If you use elemental attacks, for example, favor Wind-imbued abilities in the Dead Dunes, 
Fire-simbued abilities in the Jagd Woods, Lightning-imbued abilities in Luxerion’s Forsaken Graveyard and so forth. These undemanding 
tweaks aside, you won't ever need to entirely rearrange your Schemata until you face one of the adventure's strongest bosses. 


ALL-AROUND SCHEMATA SETUPS 


This setup can be created very early in the game. during the night of Duy 1 or on ay Zat betatest. | 
Early-Game Sabe Faage Commando Open bale wah the Saboteur, ten stagge De weakened get wos Arae 2 tt oft 
with the Commando. 
Í This combination 1s broadiy identical to the Eatty-Game one, hougs each Schema proves much mare 
Mid-Game Marador Sman Bomb or Dragoon | Aneris als a 
= Ì 
Matador | Dragoon | emerait In this confquration, your main damage-dealer is 2 magic oriented Schema 
} je 5 
With this setup, make sure your Synergist has the Splendid Admiral garb and Deprotect Triggenng 
Late-Game Spegist aes Ak Bravery wil then baneft te ther two Schemata. 
| ere, make sure your Syers has the nrder atb and both ger and Deshe. Triggering aich 
nne peen Teua-Blamentaïist | vj men benefit the other two Schemata. | 
Specialized Schemata ) 


The advanced Schemata suggestions that follow are more technically demanding, requiring good judgment to maximize their higher potential, and are 
typically suited for very specific situations. 


SPECIALIZED SCHEMATA SETUPS 


A staightforward but etfiiant combination, especiaiy you ve mastered perfect teming Witwend Kk 


‘An eflctve setup against very strong opponents, Uno Overclock to stage hen dsl damage vel ye Aris Schema 1 
Seninlortensse | OvechdterRmage | Anemie ‘voer Atemis Schema has the Carta aut abt, Cs wil iigger Bravery after Shadowtord enabing voo to ne masse 
| damage wah a followup Artemas Arrows. Í 
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| Smergist | glemortaist Bemorakst ‘opposing elements of tho otho, you can exploit elemantal weaknesses very effcienthy. This can grove handy in the Wadlands or 
| tha Uitmsta Lai. whero you encountar varied enemy types, each with fs own urige wesknesses and esistances. 


| Sash & Bon Monk or Overciocher Having acoess lo Bravery at any tune makes tis physxcal-onented setup ertremely oowerl An Overciochers Precrse HP 
Smeg Commando | Restore astoatelty 1 deal or score maumizain. b 
ä zo | Arent setof Schemer to deler severe lemerta drage ou can se Splendid Adraat to ft appicat Bemertatist or | 
Symergist Malevolence Intruder to support a magic-onented damage dealer. The Grand Wizard auto-abity will atso enable your Malevolence Schema _ | 
Nm vocant sqniianty | 
| | Stagger with your Dragoon. infict the relevant ailments with Nightmare's Siren Strko. then ormediately Overclock to “freeze” 
haasins lenco | Overclocer Commando | erm we you del damage alih your Commando 
aan | 
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ROGRESSION EFFICIENCY 


In this final section, we discuss how you can make optimal usage of your real and in-game time with a selection of advanced tips, tricks and techniques, 


Field Efficiency 


PRINT METER 


The Maximum ATB of your default Schema also determines the size of the 
field ATB meter. This is evident if you tally the meter segments, each of 
Which corresponds to 5 ATB. As you traverse the main areas in Luxerion or 
Yusnaan, where encounter rates tend to be low, it makes sense to default 
to a Schema with the highest possible Maximum ATB. Some combination 
of the Purple Lightning garb, the Silver Barrette head accessory or its 
upgraded forms, and inactive abilities with Maximum ATB bonuses is 
ideally suited for this purpose. 


For your reference, the depletion rate of the meter while sprinting is 12 ATB 
per second and its normal recovery rate is 40 ATB per second. If you exhaust 
the meter entirely, it regenerates at the slower rate of 25 ATB per second, 
as indicated by a red color. 


vinbroETke RS 
Chronostasis freezes the game clock for 75 seconds of real-time, corresponding 
to 30 in-game minutes. Therefore, if you can regain 2 EP every in-game hour, 


you will theoretically be able to chain Chronostasis infinitely. 


Liberal use of Teleport before the end of each day at 06:00 is strongly 
encouraged, as long as you have the necessary EP. By Teleporting shortly 
before you are beamed up to the Ark, you can make additional headway 
toward your next destination and then choose to retum to your previous 
location instead of a Warp Device location. 


ENEMY ENCOUNTERS 

Enemies have specific hitboxes corresponding to their field attack 
animations, so if you fail to attack them, just making contact doesn't 
guarantee an encounter. You can often run or jump right past enemies 
while touching them if you want to avoid a fight 


Note that despite what may seem to be contradictory visual evidence, all 
weapons have the same speed and range in the field when you attempt to 
initiate enemy encounters. 


MANIPULATING CH. 


If you want a specific Chaos-Infused auto-ability on a particular ability, 
you need to spawn the enemy holding that ability and then lure it into 


INFUSIC 


a Chaos Infusion if it does not naturally spawn within a recurring Chaos 
Infusion. This is naturally much easier if you first hunt some or all other 
enemies native to that area to extinction, thereby increasing the chances 
of a specific enemy spawn. Inversely. you can also take advantage of the 
high encounter rate within a Chaos Infusion to spawn enemies rapidly, 
lure them outside to fight. and repeat the process ad infinitum without 
expending the Chaos Infusion. 


LIGHTNING RETUGNS. 


Farming Abilities, Accessories 


Though we have thoroughly detailed the spectrum of enemy ability and 
Component drops in the Inventory chapter, here are some useful tips to 
ease the potential tedium of collecting these items 


UNLIMITE NEMIES 

* Meonekton: While not conveniently available, as it appears only 
during the two hours before the end of each day, the Meonekton is 
essentially impossible to render extinct except through the Ultimate 
Lair, as there is simply no way to reach the 65,535 extinction number 
with the time given to you ín any single playthrough. 


« Anubys: Perhaps the single most prevalent enemy in the entire game, 
you can initiate boundless successive Anubys encounters through the 
“Death Game” side quest. This makes Silver Malistones and copies of 
Heawy Slash easy ta obtain, 


« Set: Exclusive to the final dungeon, Set is incapable of extinction. 
Given that you have no time limit on the Final Day, you can farm Set 
to your heart's desire. This actually has two important ramifications 


1, Set and Reaver are the only sources for Blitz. On Easy or Normal 
Mode, you can farm Set for Level 3 Blitz. This means that you do 
not need to do the same for the Reaver, making it safe for you to 
farm the behemoth to extinction as early as Day 7. Doing so (and 
defeating Reaver Q) grants you early access to the Flesh Render, 
easily a top-tier weapon for a first playthrough. 


2. Set conveniently drops Demonic Forgefire items on Hard Mode. 
Although the drop rate is only 10%, you can equip the Beggar's Beads 
and spend as much time as you need on the Final Day to upgrade any 
and all weapons requiring this Component until you are satisfied. 


VERY RARE 

* Elementaga, Heroic Guard, and Disaster can only be acquired 
once per playthrough as guaranteed drops from the three superbosses 
(Bhunivelze, Ereshkigal, and Aeronite respectively). Thankfully, you won't 
have to farm the latter two to optimize their ATB costs, though if you wish 
to synthesize auto-abilities on them, you'll need two Hard playthroughs, 
the necessary Components, and a lot of luck and patience. 


OPS 


* Flare, Chill, Surge, and Tornado can be obtained once per Easy or 
Normal playthrough by completing the trials in the final dungeon and 
twice per Hard playthrough, when they are also dropped by the main 
quest bosses. 


and Components 


« Ice Blitz, Element, and Elementa are available as regular drops only 
from Final Day enemies, It may therefore take you many playthroughs 
to fully optimize their ATB costs. 


Crystal Malistones can only be acquired from bosses on Hard Mode. 
They are guaranteed for the three primary bosses. To increase the 
likelihood of drops from main quest bosses, equip the Beggar's Beads. 


« Weak Ravager: This is useful to farm abilities such as Beat Down 
from Desdemona and other weak enemies who are liable to suffer 
defeat before you can stagger normally. To deliberately stifle your 
damage output before staggering, equip a spear to increase your 
Stagger Power and the Ghostly Hood, Preta Hood, or Sparrow Comb 
to reduce your stats. 


* Beggar: Create à basic sub-schema for the sole purpose of equipping 
the Beggar's Beads. Swap this in and out as desired while spawning 
any specific enemy you're hunting. This minimizes loss of gil when 
fighting other enemies and doesn't waste your good inventory on à 
part-time Schema. Of course, you'll essentially have to be able to 
complete fights efficiently with only two optimized Schemata if you 
opt for this approach 


ARMING HE 


Prior to a full Hard Mode playthrough, you can optionally start a New 
Game+ and make a whistle-stop tour of all four regions to acquire 
key head accessories found in treasure spheres to obtain automatic 
upgrades. After doing this, you can start your “true” playthrough via the 
Crystal of Atonement on the Ark, knowing that you only need obtain the 
corresponding head accessories once more to receive their maximum 
third-tier incamnations. 


« The amount of effort you put into this optional preparation is purely at 
your discretion. Obtaining a second Locket Pendant from Yusnaan in 
order to then pick up a third and unlock the mighty Locket Necklace a 
little later? That’s clearly a worthwhile investment of your time. Taking 
the time to open every last relevant treasure sphere, including those in 
the depths of the Temple Ruins? Less so. 


« Combine this tip with our “Farming Bosses” advice (see overleaf) to be 
doubly efficient 


On Hard Mode 
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you can actually 
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Farming 


« Gaius: Assuming you have extra Chocobo healing items from à 
previous playthrough (which should be the case if you follow our 
recommendations in the Walkthrough and three Quests chapters), 
saving and healing the Chocobo takes only a few minutes. You can 
then head straigh dess and defeat Caius to 

30 guaranteed Demonic 


to the Temple of the G: 
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easily, but that isn't to say that you 
num requirement” playthroughs, completing main quest 
naan and the Dead Dunes take less time than you might 
d enemy encounters where possible. 


The easiest way to farm EP, most commonly to freeze time continuously 
h Chronostasis or recharge a Teleport, is to pick fights against large: 
emies or, les 


ommonly, enemies in Chaos Infusi 


While some large-scale enem ess difficult 
should familiarize cient strategies (a 
Schemata setups) ta defeat any species with 
to shy away from them when it would benefit you greatly to restock 
your EP. This is particularly useful when you must use Chronostasis 
continvally in the middle of a time-sensitive task 


ative ease, so as not 


On the other hand, EP is plentiful if all you are 
large-scale enemies on the connecting highways bef 
continents or progressing through the Ultimate Lair, 
many of the Last Ones surrender large quantities of EP when 
defeated. Under these circumstances, feel free to spend EP 
to expedite your fights. In the Ultimate Lair, Overclocking 
efficiently can actually help you to save many precious 
minutes, as time does not stop for battles. 


doing is fighting 


wee 


hich 


Once you activate the “Death Game” side ques: 
it presents à natural opportunity to refill your Ef er you 
like while in Yusnaan. This makes it very convenient to freeze 
time and complete all outstanding tasks during a visit 
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Important! This chapter makêsthêollowing assume 
of you as both reader and player: 


* One Playthrough Complete: This is 
not designed to be used for an initial playthrough. You 

— will need to demonstrate a high degree of precision 
and understanding of advanced concepts to follow our 
suggested progression. This precludes any time spent on 
exploration, experimentation, and leisure that would (and, 
‚indeed, should) be characteristic of your first exposure to 
the game. In addition, this walkthrough makes no attempt 
to avoid spoilers or provide all-encompassing coverage of 
collectibles or more general activities. If you are starting 
Lightning Retums for the first time, turn away now and flip 
back to our standard Walkthrough chapter on page 54. 


* Location and Main Quest Familiarity: You should be 
tapable of plotting the quickest path between successive 
destinations and take the time to obtain all treasure 
spheres along the way, unless otherwise noted. You can 
use the map poster as à reference, but being very familiar 
with each region's layout is indispensable. We will also 
assume that you da not need any assistance with the 
general fow of main quests. 


» Collection Efficiency: You are expected to gather any 
plants in the Wildlands and Lizard Tails in the Dead Dunes 
that you encounter whenever the opportunity arises. You 
should also grow and collect as many Greens as you can 
during your travels in the Wildlands. Any and all extra. 
samples that you accumulate will enable you to instantly 
heal the Chocobo on subsequent playthroughs. 


» Combat Skill: EP is at a premium in our “fast-track” 
approach to quests, so you will almost invariably restrict 
your expenditure to Chronostasis and Teleport only — at 

Ë least for the first four days. While we will sometimes offer 
specific recommendations, it is essential that you have a 
very good understanding of all equipment and abilities, 
and their many applications, having studied the Inventory 
and Strategy & Analysis chapters to an extensive degree. 


The Ultima Walkthrough is designed to help you to 
tomplete all main quests and the vast majority of all side 
quests in 72 in-game hours (21:00 on Day 1 to 21:00 on Day 4). 
Quests from the Canvas of Prayers do not contribute to your 
Eradia total and are best combined with farming for abilities 
or gil, so they can be completed at your leisure across all 
remaining days. This walkthrough is applicable to both new 
and subsequent playthroughs: 


New Games: With your developed stats and a 
} __ comprehensive inventory, our instructions will enable you 

8 to complete all main and side quests on a full playthrough 

«in as little time as possible, This leaves you with several 

n in-game days where you are free to focus on long-term 


ln 


This chapter offers à compôct, highly refined path through Lightning Ratums that employs efficient multitasking and far-sighted 
strategic preparations damien 4 farming, or backtracking. 
N …, 


AN 
goals. This can be especially pertinent if you want to have 
a free hand to optimize your preparations toward the 

“game's ultimate challenges, such as defeating Aeronite 
on Hard and squaring off against Bhunivelze+. 


» New Game: There are two major reasons to take this 
route on a fresh playthrough. The first is f you simply want 
to complete a “clean” run through the game on Easy or 
Normal Mode to build a solid inventory for à later Hard 
playthrough via New Game+. The second is if you wish to 
experience a stern test of your prowess that forces you to 
optimize time management skills and combat strategies. 


Our recommended progression is heavily front-loaded —a 
deliberate choice to give you full fexibility and discretion as 
to how you prepare Lightning for late-game challenges and 
farming opportunities. Before you begin using the lowchart, 
there are a few things that you should bear in mind 


® In the early days of a New Game, conduct regular battles 
against Anubys and Meonekton enemies during the 
intervals in which they replace all other enemy spawns 
in exterior areas. Each Anubys provides substantial EP 
recovery. while Meonektons are a steady source of gil, 
presenting much easier fights than large-scale enemies 
and enabling you to ignore any inclination toward the 
eradication af Cactuars, which you should save for the end 
of a playthrough. In addition, restock your Potions frequently 
in case you need emergency healing. 


® By taking advantage of recurring Chaos Infusions and required 
fights for quest items, you can plan ahead and budget your 
usage of Chronostasis. This is most important during the first. 
three days. We have factored these calculations into our 
recommendations, but you can buy more time by completing 
additional fights along the way. Our time windows, while 
strict for a New Game on Normal difficulty. are much more 
generous on New Game+. when you'll have plenty of EP 


If you decide to fight the Noels, Snow+ or Snow++ boss 
variants, thís naturally means that you will need to delay 
the completion of certain Luxerion and/or Yusnaan side 
quests that are only unlocked on completion of the 
regional main quests. 


« Save aften! The importance of saving constantly (and in 
multiple slots) cannot be overstated. In the unfortunate 
event that you make a miscalculated jump while 
traversing the Wildlands, or run from North Station to 
South Station in Luxerion and hop on the monorail, only 
W realize that you missed a stop in the Warren, you'll be 
able to easily rectity the situation without losing valuable 
in-game time or significant progress. Maintaining a very 
recent save also enables you to retry if, for example, you 
wish to spawn specific enemies or obtain certain drops 
within a certain timeframe, but suffer a bout of bad luck 
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ULTIMA. WALKTHROUGH FLOWCHART 


Fath, Where Are You, | Treaseres: Fighters Enblam, |, 
Roni fing, 


Complete: Last Ons 
Standing (NG Adoniss 
Audition: Tool of he 


Trade 
Progress: Old Rivals 


| New Game only. After the introduction, skip all fights on the | 


| way to Zaltys Fill your inventory with free Potions. 
lama EET 


Hibo 2 
Use Ovonastasis before enteng tw frs Chaos Iloon 
Vlet Amulet Proof of Courmge | py Bai. Make aston detour on your way to South Station 


| Treasures: Magician’s Token, | 
| Twist Headband, Guard Glove, to talk to Gem, making sure you catch the 02:15 vain to the 


| Guard Lw? 


1 n 


| Quest ems: Key tothe Sand _ | Buy Passion Rouge Activate al Cactuar Staes in the 

| Gate, Bhakti's Oil ‚Q, Loupe desert in a clockwise loop, with a stop in Ruffian to 

| Treasures: Star Bracelet, Cactai_| recruit Fang. Obtain an Imperil from Desert Sahagin (use 
Notes, Silver Barrette (4 EP) (NG+).  Chronostasis before 04:00) Defeat Cactair with Ignition and 
Angel's Headband. Rainbow Woodland Walker. Use Woodland Walker and Galestrike 

| Gem, Spiritual Veil, Corsair Scarf, | to vanquish Gurangatch during main quest 4-2. Fight 

| Serenity Sachet. Earth Eater Notes, | Meonektons, lashing all izards along the way. Once you 

| Glestike Lv2, DobraveLv2, | reach the Giants Sandbox, colect Study af the Depths 

| Defaith Lw.2. Gurangatch Notes. _ | and the Pilgrim's Crux on the beach. Finally, run all the 

| way northeast to enter the Temple Ruins and activate the 


Stuff”, than retum to Canopus Farms. Once the Chocobo is 
| back on its feet, buy an Enthunder Potion for the later battle 


| Gysahi Greens, Fuzzy Sheep Milk, 
Chocobull 


Use Chronostasis twice. Head to Aryas Village Optionally 
purchase a Warrior's Potion from the General Store just 
before entering Aryas Climb. After completing “Fuzzy 
Search”, give the Chocobo the Fuzzy Sheep Milk Eat 

| the Yaul's Flower near Aryas Vilage to restore the 

| Chocobo's gliding ability. Grab the nearby Aryas Apple, 
‘then head north to collect the Witch's Rosary. This may 
leave vou with less than | EP on a New Game. Acquire 
the Fireveyrm Bracelet, then make a detour to Wildlands 
Station to initiate “Mother and Daughter”. Head into 

| Rocky Crag before noon to complete a battle within the 

| Chaos Infusion 


„Quest tem: Aryas Apple 
Treasures: Witch's Rosary (2 EP), 
Frewyrm Bracelet 


ULTIMA WALKTHROUGH FLOWCHART (CONTINUED) 


Day 


2 


Time Window 


15:00 vo 18:00 


18:00 to 19:00 


1900 to 22:30 


| 
| 2230 w 2330 


23:45 to 01:00 


01:15 0 03:00 


| 
| 04-00 vo 06 00 | 


Locâtion 


Wildlands: 
Aras Village, 
Canopus Farms 


Wildiands: The 
Grasslands, 
Research Camp. 


Wildlands: 


Rocky Crag. 
| Moogle Village. 
Jagd Woods, 
Jagd Village 


Luxerion: South 
Station, North 
Station 


Yusnaan 
| Station, The 


Main 
nest 


53 
5 


55 


13 
kad 


51 


Side Quost Collactibles 


‚Quest hems: Beloved's Gift, Key 
Complete: A Tasto of the | to the Green Gete, Creamy Sheep 
Past: Round ‘Em Up; Dog, | Mik, Aryas Apple 22 

Doctor. and Assistant Treasures: 


The Old 
Man and the Field. 
Motchmaker 


Progress: Treasured Ball 


| Treasures: Promised Necklace, 
Blitz Lv 2. Dispel Lv, Wolfs 

‘Emblem, Patron's Personal Guard 
Notes. Flanitor Notes 


\ Progress: A Testing 
| Proposition, Free Wil 


Treasures: Thom of Protection, 
Batuaxe of the Beliavor 


Complete: The Oid Man 


and the Field, Mercy of a | Qwest tem: Etro's Forbidden Tome 


| Goddess: Kling Time__| Treasures: Soul of Thamasa 
Progress: Tie Grailaf | (BEP) Beggars Beads, Aerora Lv 
‚Valhalla 


| Use Chronastasis once. Head all the way back to Aryas 

| Climb and collect all treasures south of Aryas Village, 
then complete “A Taste of the Past” and “Round ‘Em Up”. 
Give your Chocobo the Creamy Sheep Milk. Return to 
Canopus Farms. harvest your Gysahl Greens, and speak 

| to Thirteen. Fight Anubys battles if necessary to get your 
EP total back up to 5, of defeat à single Reaver during 
the next step. 


Use Chronostasis twice as you tetum to Rocky Crag via 
the western path from the Eremite Plains. picking up 
the Windwalker Bracelet along the way. Plant à crop 
of Sylkis Greens at Moogle Village after obtaining the 
“_| Moogie Fragment. After competing “Where Are You, 
Moogle?” {stopping at Jagd Viltage to fulfil several 
| quests), head to the north of Jagd Woods where there is 
| a Chaos Infusion. Fight a battle there to reach 3EP.then | 
continue to Rocky Crag to pick up the Thom of Warding 
‘and the last Rocky Crag Mole. Teleport away to Luxerion 
South Station, 


Purchase Velvet Bouncer and speak to the Oiviners then 
head for the Slaughterhouse to talk to Velno and obtain the 
Fragment of Courage. Fight twee battles against patrols 


Fight Fanatics for Deprotect and Deshell if you still do not 

have them, or optional for potential Sickte of the Faithful 
| drops on your way to Noel. The EP gained from these fights 
| can be used to maimtann Cronostasis 


Retu from the Crash Site to the Research Camp after 

| 06:30 to harvest your Tantal Greens. Head to the City of 

| Ruins to pick up the Soul of Thamasa, then eat the Yeuls | 
| Flower there to complete the healing of your Chocobo. 
Fight in the Chaos Infusions south of the City of Ruins on 
your way to Canopus Farms and then at Rocky Crag on 
vour way to Potae. Complete “Mercy of a Goddess” before | 
| entering the temple by backtracking to Cardesia after | 


| accepting the side quest: use Chronostasis once as you 
return to Poltae. Purchase an Enfrost or Enaero Potion to 
| use against Caius, talk to Professor Lathom, and head for 
[the temple 
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Day Time Window 


JMA. WALKTHROUGH FLOWCHART (CONTINUED) 


toearion Pein 


10:00 to 12:00 
of 


1200 to 13:30 | Research Camp, 


1330 to 15:00 | Luxerion 


15-1510 1800 | Yusnaan 


18:00 to 22:00 / Yusnaan. 


Actress: Death Safari 
Progress: Dea Game 


22:00 to 23:30 | Yusnaan 22 


23:45 0 02:00 


í 


| Use Chronostasis once. Complete “The Grail of Valhalla”, 

| then teleport to Aryas Village. Talk to Dr Sheep to wrap up 

| “Matchmaker”, then approach Chaf Aryas. Teleport to tho, 

| Research Camp to speak to the Stubborn Old Man, then ride 

| straight to Wildlands Station and speak to Brela, Purchaso 

en Enthander Potion from the merchant outside Canopus 

Farms; set up a strategy based on Lightning -elemental 

| abilities wo complete “To Live in Chaos”. Speak to Sarala 

afterward, then return to Aryas Village to complete “Land of | 
foleport to uxerion North Station 


| Fight all Personal Guard/Flanitor groups ín the main city. This 
allows for two uses of Chronostasis. Defeat the Schrodinger 
for the Civet Musk. Head to the ieveler's Quarter and talk 

| zo Morris. Pick up the Refrain to the east, then talk to Olga 
and Berdy. Interact with Pickett. Head west ta speak to the 

| Knawledgeable Tourist, then purchase the ticket from the 

| Tour Guide, Head to the Slaughterhouse to update Velno's 
quest and pick up the Chorus for “Play t for Me”. Head up 
to the Glutton's Quarter and initiate "Family Food”. Ga to the 

| Banquet ofthe Lord and talk to the Maître D', then Gordon 
Gourmet, and finally Erine. Visit al the restaurants and pick 

| up the Coda from the musical treasure sphere, then retum 
ta Gordon Gourmet. Make one final round-trip to Seedy's. 
Complete the Gremlin fight in the Lower City. Speak to 

| Gregory on Central Avenue, ten turn in the collected parts, 
of the score to Morris. Retum to Berdy; upon completing 
this quest, ou Il respawm another enemy patrol. This fight 
‘enables you to use Chronostasis once more. Interact with 
Pickett again, then return to Gregory. Finally, run toward the 
Industrial Area to make your 18:00 deadline 


return trip to the Industrial Areas pick up the Fencer's Earrings 
mnd athene lida “Dont ame’ woo u Po 
| Snecsann, ‘Acquire Midnight Mauve by 23:00, then refill your 
EP again with “Death Game” while maintaining Chronostasis. 
| Get the Locket Pendant from the treasure sphere on the awning 
Just above the Torraca Café and board the 2330 vain to Luxerlon 


Time Window, Location | SI 


Day 


Treasures: Thom of Courage, _ | enough 
Edd Famestrike Lv2, Heavy Guard Ly2. ‚ you enter the Palace, spawn a Cyclops in the Chaos Infusion. 
| Frostbane Choker Prophecy of 


Deprotect 
Gruxx10, Study of the Savage, Pain | assumes that you will ave at Yusnaan by 15,00 using 
Dampener Prety Orb Collector 


2 | oessoors pm ne | 23 
Í | | Aspiation 
a | ogiswoss Pere 43 
| vusnaar- The | 
| 3 | 0815100600 | riding | 
| Aas Village 
| Dead Dunes: 
4 |oeooworo BAN | 
Colossi 
Scarab 
| Complete: OG Fivals. Treasures: 
| naad Dunes His Wies Dream: The 
' Temple Ruins, 44 | ite of a Machine 
40730101500 | vorh Gate, 45 | Progress: Stoletons in 
Ruffian | 
| Beast Siouches 
| 
| 5 
last Date, 
& | 15000 17,00  Yusnaan =_ | Adoring Candice; Free 
Wilt Friends Forever 
| ‘Complete: Like Clockwork 
The Avid Reader 
& | 17450 1900 | Luwerion asje 
| the Sinless (if Ranulphis 
4 | 191510 21:00 | Yosnaan 


| If you wish to defeat a later version of Snow. simply skip 
this step. Otherwise, run straight to Candice; you Il have 
adomments now to complete her quest. As soon as 


Maintain Chronostasis throughout the entire dungeon by 
fighring battles in Chaos Infusions. As with Caius, vou 

Í should make sure to refill your EP to 7+ after defeating 
Snow. Teleport to the Dead Dunes. 


| Update Velno to obtain the Mirakle Nektar, then toleport to 
Aryas Village. Your last task of the day will be to finish off the 
only remaining Wildiands side quest At the same Ume. you 
can use your Miklo Nektar in any battle with à Moonekton. 


Now you can compiote the last main quest and pick up 
Lw2, Pigs | all remaining treasures at your own pace. This flowschart 


| whatever means you choose, but feel free to do anything 


Make a quick loop to chack in with Armena, Armand, Luka. | 
and Ranulph, and retum to North Station in time for the 
18,00 vain 


Outstanding Tasks 


At this point, your only unfinished business, aside from the Canvas of Prayers quests, should be the following: 


* Luxerion: You'll need three more days to complete “The Angel's 
Tears”. Ideally, you should drop in between 16:00 and 19:00, when both 
Armand and Luka are available. You'll need to speak to Armand once 
more to finish “Buried Passion”, “To Save the Sinless” requires that you 
return for a chat on another day; after Armand provides you with the 
necessary information, find Reddick in the Warren after midnight. You 
can finish the quest the same night by reporting to Ranulph after 05:00. 


» Yusnaan: “Death Game” is open to satisfy any farming needs for as long 
as you desire. “Free Will” will remain active but its completion requirement 
will likely be met quickly if you continue to farm “Death Game” prolifically. 


« Wildlands: None. All main quests and side quests have been 
completed. 


» Dead Dunes: On a New Game, the Silver Barrette at the Oasis 
Lighthouse may remain uncollected, and “Last One Standing” cannot 
be completed. "Skeletons in the Closet” is easy to wrap up by roaming 
the Shrines of the Tablet; on a New Game, you may wish to finish this 
side quest very early on to acquire the Bonecracker sword as soon as 
possible. Finally, “What Rough Beast Slouches” should be delayed 
until you are fully prepared to confront Aeronite. 


Bles tar 


WALON 


iests 


Catalog. Demon Claw, Cursed Band, | else before then that is nat related to side quests. Consider | ® FLOWCHART. 
‘he Closet What Rough | San Seche. Thom of Speed. | stopping afer 4-4 and leaving 45 for ter il you want io 

| Poison L2. Sparrow Comb, Study | keep Fang by your side in the Dead Dunes, ori you wish to. 
| af Despair, Swift Omament, Daven_| fight Parandus instead of Grendel 
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Farming Gil and Abilities 


Day 13 offers you the best chance in the timeline to acquire substantial 
'sums of gil thanks to generous modifiers. Cactuars constitute the most time- 
efficient way to accrue income. They spawn very frequently at the Oasis 
Lighthouse — don't forget to pick up the Silver Barrette on a New Game if 
you've neglected to do so. Large-scale enemies land their Last Ones) and 
Meonektons also contribute significantly. See page 299 for details. 


The table below lists the most useful common abilities (as opposed to the 
uncommon ones, such as Ice Blitz, Element and Elementa, all of which can 
only be obtained on the Final Day), as well as the number of copies required at 
each level to guarantee one optimized copy via Sorcery in terms of ATB Cost 
and modifier. The “Noteworthy Auto-Abilities” column highlights the best 
possible auto-abilities you can synthesize with your law-ATB cost specimens. 
Though the Rare ones require a degree of planning (to have multiple 
‘specimens of an ability carrying the same auto-ability} and luck at Sorcery 
Shops, Chaos-Infused specimens are easier to come by when you defeat the 
relevant enemies while inside the boundaries of à Chaos Infusion. You are still 


13 & THE ULTIM 


E LAIR 


NEN 


Here are a few tips that will help you to be as efficient as possible while 
trying to secure abilities featuring Chaos-Infused auto-abilities: 


« If the Chaos-Infused auto-ability you're looking for is dropped by a 
large-scale enemy, make sure you hunt it on the connecting highways, 
Where random Chaos Infusions appear regularly, increasing your 
chances of success. 


® Consider making a quick trip to the Ultimate Lair early in the morning 
to drive certain species that you have no interest in to extinction 
by defeating the related Last Ones. This will make it far easier to 
encounter monsters that you wish to hunt inside Chaos Infusions, 


« Methodically go through all available recurring Chaos Infusions 
depending on the time of day, and exploit every random Chaos 
Infusion that spawns close to you to lure relevant monsters inside. 
You can find the complete list of all Chaos Infusions on page 313 of 


Ee, 


at the mercy of good fortune, but the appearance rates tend to be higher than the Extras chapter. 


those governing the provision of Rare auto-abilities, 


COMMON ABILITIES: OVERVIEW 


Anack_ o | 7 | 8 | 13 | 16 | Gorgonopsid{Dead Dunes! Rettesialagd Woods) | Strength +180 (LYS 
Light Slash 0 4 LA B _| Niblet (common), Goblin (Eremite Plains) Maximum ATB +15 (Chaos-Infused) 1 
Beat Down 5 1 3 12_ | Desdemona (Industrial Area) (stagger) Commíttal (Rare) 4 
Gorganopsid (Dead Dunes, Anubys lexterior areas trom 
Westa | 67 || 10 [16 | ome Commis) _ _ 4 
Punt ol 3 | 3 | 5 | 5 | statne{tower ChyandPaurons Polce) [ATB Reco +15 (Chaoss) 
Blitz Lel els [u [15 |reoergasard) |T stagger Duration +10% (Cheos-ntused) ] 
Famestrike | 5 | 6 | 7 | 4 [tsaren Data Fasten epe) ‘enne Arcs a rovikatloremaral 
Í Iee-Atuibute Atacks +209%(Chaas-nfused) or Elemental Í 
Froststrike 5 | 67 2 u [viens |Sarl En 
Sparkeuike | 5 | 6 | 7 | 12 | 14 | varrwidionds) en ern | 
| —t omantal Ciaser 
ä Ls le 7 | vz | sa ovodueodwodsondrod oop Per eijedaatkme 
monmie |sj ele) o| 2 |oetogrfonntmet svp ooit | 
Electric Blitz 5 6 6 12 | Hanuman (Wildlands) Ï | Strength +250 (Chaos Infused) or Committal (Rare) le 
AeroBliz | 5 | 6 | 6 | 9 | 12 | zomoklForsaten Graveer) | Seng 250 (Chaos nfused)or Comite (Rare) | 
[Ruin | 0 | 6 | 8 | 12 | 14 | Meonekton(exerior areas rom 0400 o 06 00) | ATB Recovery +15 (Chaos -rfused) | an 
Í Í Meongktan lexterio areas from 04.00 to 06 00 Earth Eater | 
Astor PST) S |T pesce | Grand Waard (Raro) pm | 
ES Ls Lela | | ja | Geeminteommoni Etopudáng Eremhe Pains and Temple | Fro-Aurut Anacks «20% (Chaos-ntused}or Elemental En 
I EG SEE Lof te Goddess) | Chaser (Rare) ij r 
Í Zolys (Patron's Palace). Ectopudding (Eremite Plains and ee 
[re Ë 4 NRA. ompeaf th Gades | Medic a250 hear used ar Seg Fra are) Dn Ie 
Zas (Paros Place Dreacnought (Forsaken Graveyard | ES E 
Firaga | eleleln lu (gaf l Fire-Atuibute Attacks «20% (Lv 5} or Grand Wizard (Rare) gl 
en mnd 5 
Blizzard s | & | e | u | 1a | Geninfeomnont Minten (Gassards [Arae Acis 2 Crans nn 
| ze __(choserRae) 
„liza 4 | eg | u | 7 | 10 | Miniten(Grasslands Crooobo Ester lEremite Plains) | Magi +260 (Chaos ‘ns or Svong Finale Rare) ul 
Blizaga el ele ln | 1 | crocobotater(Eremte Pains) _ | o-Aturbute Atacks 20% (Lv 5 or Grand Wizard Rare] hl 
Lightning Arribute Atacks +20 (Chaas-ntused) or El 
Thunder 5 | 6 | 8 un 14_| Gremlin (common), Vali (Wildiands) | Elemental Chaser (Rare) ne en - 
\Thundara sle Lu |_7 | 10 [hanumanWidands) | Magic +250 (Chaos ntused) or Svong Finale (Rare) 
al u if En: n _ 
pen 5 6 | e | u | 13 | ranuren WWidands) piment | 
mjn Jan _ _ u 
pn sle | ce | at | ve-loenstmso oet won tad neden Wel 


| ss al 


COMMON ABILITIES: OVERVIEW (CONTINUED) 


Number Required 


Wez | Le bw 


Gaunt and Zomok Forsaken Graveyard) Magi +250 (Chaos nfused) or Strong Finale (Rare) 
Zomok Forsaken Graveyard) Wind-Attibute Attacks +20% (LS) or Grand Wizard (Rare) 
Magic 4250 (mop talsedl or AIB Boemer 20 Pr 
| gy | Ser Prouatrtan ode Ong. Muttiple Targets +30% (Chaos-intused) or Elemental NALKTWADUON 
‚EA | ____{ chaser (Rare) meid 
Fino | 6 | s| 7 | vo | n Pir aerWarshouse Area) Erop Eamite___| Magic +250 (craos-fused or ATB Recover +20 Rae) 8 
a nd | ar 
Sehdinger (Warehouse Ara Gobi (rem Plains) |D agets «30% (aoe nad or Keent 
Megic +250 (Chaos Infused) oe ATB Recovery +20 5 
| Schrodinger (Warehouse Area Muftiple Targets +30% (Cnaas-nfused) or Elemental 
É _ _ Jonesermael 
Magic +250 (Chaos-Infused} or ATB Recovery +20 (Rare) 
Aster Protoftorian (Rocky Crag) Multiple Targets 30% (Chaos-Infused) or Elemental " 
5 We ID E Chaser(Rare) S 
| Magnet 1 | 1 [_r [_1 [_1 | oyelops{Patror's Petcel Chocobo Eater (Eri Plains) Hille Taze ON oo md AD enen Dern 
/ ‘Guard rl | | | oervode waren tstoogen E » 
LightGuard 0 1,1 1_|_t_| Rafflesia Jagd Woods), Hoplite (industrial Area) Maximum ATB +15 (Chaos-Infused)} or Standby ATB 
HeawyGuard | 1 | 1 \ 1 | 1 | 1 | Gervude (Waren) stagger. Gurangotch (Dead Dunes) | Recovery (Rare) k 
|archage , o | 1 1 | 1 | 1 | Gobimremie Plains) Cactuar Dead Dunes) | n 
Do 1 | 1 1 | 1} 1 io s (Dead Dunes) nn lat | 
f | EA | ef | nne eree: | 
Defaith Klank tl AD ffe Lagt Woods, Hopite (Industrial Area) ordes Mee kre 
i |L ,{ , |, |, [pese satagimand Goblot (Dead Dunesh Trlidtagd | Critical every + Regen (Chaos-nfused) or Deprect 
_ | Woods) Chaser (Rare) | 
n ‚|L, |, |, |, [gottortoead Dunes, ina (Jagd woods) Gaunt (orsoken | Critical Faith + Regen (Chaos nfused)or Depratct Chaser 
mrt | Graveyard) (Rare) 
b | T 
Valo lo | + | o |onerstegnoesinmes edad ne | 
| Slow Criical Hast Vigitance (Chaos Intused) or ATB Recovery | 
+20 (Rare) | 
Critical Bravery + Regen (Chaos-infused) or Deprotect | 
1 Poison Chaser (Rare) \ 
p Cuzse Critical Haste + Vigilance (Chaos-infused) or Deprotect 
| Chaser (Rare) ! 


} 
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NEW GAME-+ 


The New Game+ feature enables you to undertake partial or complete 
playthroughs to boost your stats and abilities. Repeat playthroughs can 
provide access to sizable attribute bonuses and are minimally challenging 
on Easy or Normal. However, you can only make the most of these 
playthroughs by playing on Hard, where bosses will reward you with Tier 3 
components, both for upgrading equipment and Level Boosting abilities. As 
head accessories have to be upgraded twice to reach their final form, and 
because Snow has three forms, it will take two New Game+ playthroughs 
to optimize important head accessories and complete the entire Bestiary. 
A partial playthrough in-between two full playthroughs can therefore be a 
very effective solution, as summarized by the following sequence: 


1. New Game Playthrough: Your first complete playthrough on Normal. 


2 New Game+ Partial Playthrough: A short session on Normal (or, for the 
best rewards, Hard) to boost your stats with easily completed side quests, 
secure the second level of all the best head accessories, and defeat Snow. 


3. New Game+ Complete Playthrough: A complete playthrouah on 
Hard, which enables you to acquire the final level of all the best head 
accessories, fully upgrade your equipment and abilities, purchase the 
Hard-exclusive garb, and fight all alternative boss forms on later days 
(Noels, Snow++, Parandus, Bhunivelze+). 


The following paragraphs describe the required steps for maximum efficiency 
on the New Game+ Partial Playthrough mentioned above, though you should 
feel free to stop at any time and use the Crystal of Atonement on the Ark to 
start all over again if you want to further develop your attributes and inventory. 


J 


« Complete main quest chapters 1-1 and 1-2. 
« Collect the Fighter's Emblem+, Twist Headband+ and Magictan's Token+. 
« Complete “Born From Chaos” and “Soul Seeds” 

« Travel to the Dead Dunes and head to the Oasis Lighthouse where you can 
obtain the reward for “Last One Standing”, and retrieve accessory upgrades 
from the nearby treasure spheres: Angel's Headband+ and Silver Barrette+. 

« You can then sleep until 06:00. 

Day 2, Morning, 

The Wildlands 

Heal the Chocobo and complete main quest chapters 3-1 to 3-3, 


» You can complete several side quests parallel to the main quest: “A 
Father's Request”, “The Hunter's Challenge”, “The Grail of Valhalla”, 
and “To Live in Chaos”. 


» Open a few important treasure spheres on your way to obtain: Imp's 


Crest+, Tri-Point Coronet+, Witch's Rosary+ and, most important of all, 
Soul of Thamasas. 


Day 2, Afternoon/Evening, 

Yusnaan 

« Complete main quest chapter 2-1 

« Collect a few important accessory upgrades: Locket Pendant, Demon 
Earrings+, Fencer's Earrings+, Sights Circlet+, Promised Necklace+, 
and Wolf's Emblem. 


« You can also complete the “Adoring Adornments” side quest. 


Day 2, Night, 
Luxerion/Yusnaan 


« Brute-force your way to Noel after midnight without looking for the 
pass codes and complete the local main quest. 


» Return to Yusnaan to complete main quest chapters 2-2 and 2-3 if you 
feel like it, consider delaying the moment when you tackle Snow to 
encounter his Snow+ form if you want to fight all variations. 


* On partial playthroughs focused solely on power-leveling, end your run 
after this sequence and use the Crystal of Atonement on the Ark at the 
end of the day. 


Day 5, Yusnaan } 


« To complete your Bestiary, you can instead loiter extensively beyond Day 2 
by sleeping at inns for the better part of the next four days to reach Snow, 
then use the Crystal of Atonement on the Ark after defeating him. 


Optional } 


« You can push the playthrough farther if you're interested. If you simply 
wish to farm enemies exclusive to the Final Day, quickly finish the main. 
quests and sleep at inns to advance to Day 13 without completing any 
other side quests. This will nat unlock the extra day and enables you. 
to quickly obtain valuable upgrades to the Samurai's Comb, Warrior's. 
Plume, Coldflame Droplet, and Thunderstorm Droplet. 


« If you prefer, you can altematively follow the entire walkthrough to 
defeat Aeronite and reach the Ultimate Lair, focusing on high-value. 
side quests and making sure you eliminate Aeronite, Ereshkigal and all 
Last Ones to obtain their precious item drops. 


Certain enemy types can be hard to encounter, even in their natural 
habitat, outside certain specific time windows. The following table 
highlights all such special conditions. Use this information whenever 
you need to farm one of the species concerned. Any creature not 
listed here can be found commonly on any day and at any time 
{Anubys and Meonekton spawning hours excepted, of course). 


SPECIAL MONSTER FARMING CONDITIONS 


|_ 1600 to 18:00 (al exterior areas) 
0400 vof 
Shrines of the Tablet lany time) 
| 000 to 1600 
| 08-00 to 16:00 


LIGHTNING, RETURNS. 


Ifyou aspire to have a complete inventory, you should note that certain 
articles can be especially difficult to obtain 


» Sickle of the Faithful: Though by no means essential, this weapon 
has the Protect Thief auto-ability: a potentially useful tactical En 
addition to your armory at a very early stage ìn the game. You can 
obtain it by fighting Fanatics in the Den of Shadows prior to the % 
battle with Noel. Its default 5% drop rate is rather low, so you should N 
ideally equip the Beggar's Beads beforehand 


Shadow Trooper 


8 Lightning’s Shades 
» Double Deity: This powerful double-bladed weapon is dropped 
by Bhunivelze. For optimal results, defeat the Bhunivelze+ version 
(Day 14, New Game+) with the Beggars Beads equipped. This will 8 Vigilance 
increase your chances to obtain the weapon to 30% per encounter. 


« Rare Merchant Wares: In the event that you havent been lucky 8 Carnaval Crusher 
and struggle to encounter the “Red Dragon Outfitters” wandering 
merchant, you can track him down methodically to obtain his 
exclusive wares. You must have reached Day 3 and visited at least 
one Outfitters shop, and will need access to all possible spawn 
locations at once, including the Warren and Moogle Village. 


og 


Astral Lord 


An efficient solution is to be in the Wildlands when the clock strikes 02:00, then freeze time with Chronostasis and visit all 20 possible spawn 
locations one after another (refer to the map poster for visual guidance). The reason you should be in the Wildlands is that at the beginning 
of every hour, the merchant spawn resets to a continent different from the one where Lightning is present (unless he has already spawned 
there, in which case he remains there until the next spawn check on a different continent) 


Consider starting your hunt in Yusnaan, as all five spawn points are relatively close to each other. Luxerion is the next easiest choice, being 
smaller than the other two destinations. Continue your search in the Dead Dunes, as the Cactuar Statues enable you to warp around the 
desert easily. If you are unlucky and the merchant was already in the Wildlands, feel free to burn EP and Teleport if you run out of patier 


Lt Wildland: ands (near t 


vaur’s Quarter (near the Palace entrance) Atomos's Sand: 


Ï Ê 27 musterin Er 
We Ea lazy reveal major plordetals 
Pl Ë 


ROPHIES & ACHIEVEMENTS 


Though it will take time and effort to unlock all acéomplishments in Lightning Retums, its array of Trophies and Achievements mostly focus on feats and activities 
that many players will quite naturally undertake during the course of two full playthroughs — with the majority available on a first journey through the main storyline 


5 | 


opu | uws 


EK CONDITION 


The Chocobo's Savior) 15 |Browe |, 


Complete the Luxarion main guest 
Sea page 71 Win 10 battes in Yusnaan's 


Qween ofthe Arena ‚15 Boe | savonterhone 


Uzard Lariat 


Complete the Wildiands main quest 


Unlock al higtways Iking te four 
veglors by competing the tivee 


@ 
@ 
®© 
En © ooverorer 15 | Sone | poadworts Canvas of Prayers quests 
© 
9 


An Appetite for Chaos, 15 


CO ® 


The Mystery mr mplete the Dead Dunes main quest 
of the Holy Clavis A See page 3 available from Day 9. see page 148. 

A Father, A Son, 5 Laros | Complete the secondary Wildande main Soed Collector EN Gollect a tatslof 50 Soul Seeds during a 
and a Chocobo quest. See page 91 gie playthroug 

A Legend 5 Complete the F Harbingerof Death 15 ‚Bone _ Oefest your vst Last One 


gcks the Black Mage 


from Times Past 


Goddess of De 


Seods to the tour traders during a frst 
playthrough. or 80 in a New Gamoe 


Unearthly Apothecary, 30 Siver 


playthrough 


Angelof Salvation 30 Siver _ Complete 25 side quests. 


@ PorlectPassenger | 15 [Bone | rna ( Fatal Impact 20 | Siter 
Perfect Timing 15 | Broze | Performa Pertect Guard foe the fist time. | | 
Hero of Might 15 | Bronze | Defeat 100 ener 
5 Unlock the “extra day” by competing 
Ham Drona jet QD gerondrninsen | 30 |siver | esufieient number side quests: sce 
page 65 for details. 
Monster B so | co 
® Hero of Legend @ EEN 5 
Ê ® revere p 5 
: Destruction ke 
Miracleoflight _ | 10 | rome | Useatotatof SOEP on EP abities 
s | her med: Defest the Aerorite in the Dead Dunes 
hozen Aaneed lijk ah ‚_® oeserorngonstayer 20 | Gokt | see pane 125 Uniocks the White Mapes 
A Helping Hand 15 | grone | Complete 25 Canvas of Prayers quests Hat adoenment 
Novice Stylist 10 [Brome | Customize your frst Schema DD creatie gong, | Cree Fou Tats on the ral Oy 
Expert Stylist 15 | Bronze | cofteet 0 outfits (gar) sea page 103. 


@ novice synnesise |s0 sove Artes 


@ evoersommesist 15 Brome | Us Syithess Dies 


(® ericena | lo 


Novice Swordsmith Bronze e 


Expert Swordsmith {15 | Brome | vn, erik 
(Shieldsmih) and 
aftsman). The Novice 


Novice Shieldsmith _ 10 Bronze 
Expert Shieldsmith 15 | Brome sccor 


Novice Craftsman 0 | Bronze 


ExportCraftsman 15 | Bowe 


Eternal Light Prat 


3 CH S INFUSIONS eenn 


Chaos Infusion Modifiers } 


Whenever you fight an enemy inside a Chaos Infusion, there are multiple 
modifiers applied to make the battle more difficult — but also more 
rewarding. 


CHAOS INFUSION MODIFIERS 


EP recovery 
Item drop rate. 
Gil rewards 


Enemy HP 
Enemy Strength & Magic 


Enemy Keep 
Duration of ailments inficted by enemy 
Duration of ailments infiicted on ener 


You can also acquire auto-abilities of one level higher than usual while 
in Chaos Infusions. Enemies that might normally drop an ability at Level 
3 with any accompanying auto-abilities at a maximum Level 3, for 
example, will still drop a Level 3 ability, but with potential accompanying 
auto-abilities at up to Level 4. This is the mechanic that allows you to 
acquire the powerful “Chaos-Infused” auto-abilities (which could also be 
considered as "Level 6” auto-abilities) from Level 5 abilities obtained in 
Chaos Infusions. See page 280 for details. 


Random Chaos Infusions 


These can spawn randomly near Lightning as she traverses specific 
areas. They last for 30-60 minutes of in-game time and disappear 
automatically when you complete a battle within their confines, if you 
leave the boundaries of that defined area, or if you enter a safe zone in 
which combat is not possible. 


RANDOM CHAOS INFUSIONS 


03:00-1800 | Low 
Luxerion [righ_—__| Forseken Graveyord 


EMC 
1750-1800 
Te 16000250 The Grasslands, 
lands ora 1 Eremite Plains (valleys) 
030-060 _ 
LAll Highways | 24 hours High Along the Tengths of al roads | 


HEETNIND RETVONS 


Recurring Chaos Infusions | 


RIMER 


Chaos Infusions occur in the following areas within fixed hours. Once you | vvnux anc 
heve dispelled one by defeating a monster inside, you have to wait until 
the next day before it reappears. MAIN QUEST 


RECURRING CHAOS INFUSIONS 


06:00-00:00__| North-South Corridor BRAVERS 
Luxerion 0000-0500 | Arcade 
0000-0600 _ | Pilgrim's Causeway ESTIARY 
06:00-12:00_| Lower City waterfront 
cin 0000-0600 | Palace Garden INVENTORY 
The Grasslands. between Canopus Farms and 
060000 | cy of Runs 
The ‘Northern path, between Jagd Woods and 
Wildiangs — |12O0M | rocky Crag ves 
1200-0000 _| Path between Rocky Crag and Eremite Plains WALKTHRO! 
0000-1200 |RockyCrag De 
0800-1800 | Between the Giant's Sandbox Ts 
and the Dry Floodlands 
The „gg | Between Atomoss Sands / 
DeadDumes [12000 | ong rho Grave of tho Colossi 
Between the Giants Sandbox 
Ln 180080 | ang he Grave of the Colossi 
$ TROPHIES & 
" ACHIEVEMENTS 
Event Chaos Infusions 1 
f INFUSIONS 
These are unique to storyline and quest events. * rt 


GAME 


* Prologue: Battle against Zaltys. This is a visual effect only; no | wen 
modifiers of any kind apply to the encounter. 


« Main Quest, Chapter 2-3: Chaos Infusions appear with a very high 
frequency ín the Patron's Palace. LAND 


» “Death Game” Side Quest: Permanent effect in the Warehouse 
District as long as the quest is active. The visual effect will disappear 
and reappear after every battle. See page 119 for details. EASTER EG 


» “To Live in Chaos” Side Quest: Blanketing Canopus Farms. You 
must defeat the Chocobo Eater within the village in order to complete 
the quest. 


« Final Day: A visual effect outside the Luxerion Cathedral, You cannot 
access this area. 


bh THE SLAUGHTERHOUSE 


PRE-MAIN QUEST COMPLETION SCHEDULE 


The Slaughterhouse is open every day from 19:00 to 03:00. Though a 
handful of quests lead you to fight scripted battles in the arena, you can 
also choose to fight there voluntarily. The prizes you can obtain include 
certain valuable recovery items awarded when you dispatch large-scale 
enemies. 


The opponent you face and the corresponding reward change every 
two hours. Once you complete the local main quest, two new sets of 
opponents and rewards appear (A or B), with the one you have access 
to chosen randomly every day. You can fight as many times as you want 
to obtain prizes repeatedly, though each battle advances the clock by 
ten minutes. 


19:00-21:00 
21:00-23,00 
2300-01-00 
01-00-0300 


POST-MAIN QUEST COMPLETION SCHEDULE A 


19:00-21:00 


21.00-23.00 
23:00-01:00 
01:00-03:00. 


POST-MAIN QUEST COMPLETION SCHEDULE B 
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EW GAME+ 


Completing the story for the first time unlocks the New Game+ game mode and 
the Hard difficulty level. New Games is also available when you hit the Game 
Over screen and via the Crystal of Atonement: a feature that appears next ta the 
Door of Creation if you fail to defeat Bhunivelze on your first playthrough, and on 
the Ark on all subsequent playthroughs. 


Starting a New Game+ returns you to the Ark on Day 1 with all monster 
populations and quests reset, but there are a number of benefits to doing so: 


® Lightning's abilities and inventory (with the exception of most Key Items) 
remain intact, enabling you to further enhance her stats and equipment. 


« Any head accessory that you obtain again (from treasure spheres or defeated 
Last Ones) is automatically upgraded, with its effects amplified. You can 
secure two upgrades in total, which makes items such as the Locket Pendant 
(which turns into Locket Necklace in its final form) and the Demon Earrings 
(which evolve into Devil Earrings) extremely powerful, see page 232 for 
details. Arm accessories cannot be improved; treasure spheres that once 
contained an arm accessory that you already have will instead contain a 
nominal sum of money (usually 1,500 gil). 


New Game+ Quest Rewards 


« Forges offer you a completely new service, whereby you can upgrade your 
weapons and shields by consuming Components. Many of these have 
enormous potential for development. even surpassing the stats of the Ultima 
Weapon and Ultima Shield. 


If you play on Hard Mode, monsters drop abilities of higher levels and all 
types of Components. This enables you to achieve a whole new level of 
potential ability and equipment upgrades. With these, Lightning's potential 
combat prowess (especially in terms of raw damage output) can far exceed 
her capabilities on lower difficulties. … though this is entirely necessary, as 
her enemies are also far stronger. 


Hope's first gift to Lightning on Day 1 of a New Game+ playthrough is the 
Proof of Overcoming Limits — a special feature unlock. By default, Lightning 
can reach a maximum of 50,000 HP, 5,000 Strength and 5,000 Magic. If you 
activate the new option in the settings menu, you can raise the stat limits 
to 99,999 HP, 9,999 Strength and 9,999 Magic. However, as the damage 
cap remains fixed at 999,999 HP, this isn't quite as useful as you might first 
imagine. It alsa disables your ability to submit your battle scores (awarded for 
all Last Ones and notable bosses) to the Outerworld, 


All quests are reset when you begin a New Game+, which means that you can complete them again. The rewards you obtain are lower than during your initial 
playthrough, but still add up and make a profound contribution to Lightning's development. The following tables list the stat boost and gil rewards offered for all 
quests during a New Game+ playthrough, as well as the complete list of gifts you can receive from Hope. 


SIDE QUEST REWARDS 


QUEST 


LUXERION 


88: 


40 6 
Le tel 6800 
60 4 | 10 5,300 
Fa fe | 2 | 20 
40 4 4 2,100 | 
| 2 zij 600 
3 Adornments 80 4 8 | 7500 
3 Pae el 
Ez 40 6 2 2000 | 
= La js | st 20 
Death Satari 40 6 3 1,800 | 
Death Game beo fo | a} 50 
Last Date 20 4 750 | 
Friends Forever Lats le | ze 
Adoring Candice 40 6 3 | 2100 
Tanbam’s Taboo L_a 0 | « | 630 


SIDE QUEST REWARDS (CONTINUED) 


Pi 
8 
2 
3 
8 
s 
w 
E 
E 


1-5 (Luxerion) 6 10 10 
2-3(Yusnaan) Geil te 
3-3 (Wildlands)* 72 2 KE 
4-5 (Dead Dunes) | 12 | 5 | Beel 


lands)“ 5 4 
“Specitone-ne raar Mama EI 


| 


j 


vm 


CANUAS OF PRAVERS OUESPREwaARDS, CANVAS Dr PRAYERS QUEST REWAROS (CONT-) 


GUEST CJ S u OUEST \ « 
5 ï - 120 Î Shoot for the Sky 10 ] 2000 
(OEE 180 Where Moogles Be Luo | 2 | - | 150 
Inventive Seamstress Ei 1 300 Fading Prayer 5 je | 1,200 
Ls | | 2,100 Seeing the Dawn [6 | _- | 1 | 100 
ee 5 1 ol Kertoerkeart ee, 1500 
Ss [Se he | 230 Staying Sharp 5 | 1 1,200 
5 5 1 3,000 | Digging Mysteries 10 2 2100 
EN GraveolaBountyHunter 10 2 | 1200 | A Girl's Challenge 5 1 900 
ee 10 2 100 {FES Whats Left Behind 5 1 1200 
A me ee 750 Forbidden Tome 10 2 | 140 
15 3 2100 | Roadworks | 1 1,200 
besta 100 Roadworks Il 10 2 1,800 
15 3 1,950 | © Roadworksll | 10 2 1800 
5 1 230 
Soulful Horn 10 |_2 | __600 
A Dangerous Cocktail 5 vonk |_20 
Time Doesn't Heal 10} |: 1,200 
A Man fora Chocobo Girl $ ij 00 * omas 
10 2 [_1,350 
5 1 zo | Mist Ward 
1 1 soo Devil's Daughter 
10 2 300 1 Prytwen 
1 2 1,050 Blizzard Lv. 
15 3 2,000 | Light Guard Lvl 
15 3 1.800 Red Mage | 
15 3 | 2300 2 Liberator 
| Wer 20 JwoSosgita 
5 1 500 3 | EP Ability. Arise 
Ls 1 z 180 7 Black Mage & NEW GAME: 
5 1 750 White Mage 
5 1 - | 1200 #1 (New Game) 5_| EP Abit Esunada 
5 1 450 | 6 Bronze Malistone 
10 -_| af sw 7 Amazon Wammor 
Emergency Treatment 10 2 5 1500 | 2 | EPAbityAmvof One 
5 1 | ww 9 | Heartstealer 
PEN Secret of the Chocoborel 10 2 200 10 EP Ability. Deeoy 
B Wildlands in Danger! A IE ee | n Martial Monk 
kod 5 1 20 | 12 EP Ability: Quake | 
=| 10 - 2 | 100 Equilibrium 
EM Hunter's Challenge 10 2 1,200 13 Dark Muses 
5 Echoes of a Drum 5 1 = 210 |_ Mist Wizards 
Wal A Voice from Below sl 1 300 4 Silver Malistona (45) | 
5 a 1 1125 if 1 Proof of Overcoming Limits | 
102 ooo [e/ \f 2__|_ Mrohty Material Op 
10 „| 2 | 1 | 3 ‘Gold Malistona (x5) 
5 1 1.350 |__4 | Mighty Material 15) 
15 . 3 | 150 5 Platinum Malistone (x5) 
Gatekeeper's Curiosity 5 | 1 180 5 | Sword Ponstarts) | 
0 - 3 2300 | 7 Shield Polisher (15) 
10 2 | (Now Game) |geen | 
A Prayer toa Goddess LE) „| 240 | L9 Gold Malistone (x10) 
10 2 1,050 Lw Platinum Malistone (x10) | 
Biologically Speaking BE | la | u Sword Palisher x10) 
5 | [_1_| 0 12_|_shield Polisherx10r 
Las ja - 2,300 13 Mythril Malistane (x5) 
5 |_1_{__600 | L 5 14 ‘Adamant Malistone 3} 
0 | |_2 | 20 2 | 4000 | 
Ed 5 1} 1200 | Ee, A00 gl | 
2 1 z || 4 4,000 gil 
10 2 750 | 5 | 4000 | 
3 5 1 |_a0l CMN E70 
5 
5 10 2 750 outer 7 7,000 gil { 
E vl 2 200 (New Gams) me 7,000 gl. 
10 2 1,050 | 8 | zoog | 
0 2 | |_0/ [10 | __ 10000 
Bandits’ New Weapon 15 3 1.950 u 10,000 qì | 
fo |_2 |_ 750 ET: 10,000 gil 
Pride and Greed Il 15 3 2250 13 50000 git 
A Treasure for a God EE 900 EE ET: 100,000 gil 


SOUL SEEDS 


In addition to a monetary payment, there are secret rewards that you can obtain SOUL SEED REWARDS 
from Soul Seed traders when you reach specific Soul Seed milestones 


The following table lists all rewards you can receive once per playthrough. gn ns 

with the corresponding number of Soul Seeds required. These are al valvable rie | 
recovery items. If you manage to secure an Elixir, ou will unlock the “Unearthly eo |” roma Vene hi} 
Apothecary” Trophy/Achievement. oo | Er |_ Turbo Ether J 


If you struggle to collect a sufficient number of Lizard Tails to satisfy _SPAWN SPOT POPULATION 
the corresponding Canvas of Prayers quest requirements, the 
accompanying map will be useful. There are five specific areas in the 
Dead Dunes where you are guaranteed to find at least five lizards. 
Using the Cactuar Statues to warp from one spot to another, you 
can slash over two dozen lizards per trip in total, making this a very 


effective solution, The creatures will respawn after 12 hours. 


Every lizard that you slash has a 60% chance to drop Lizard Tail, and 
40% chance to drop an Unappraised Item, 


As you travel through the four regions of Nova Chrysalia, small shining objects 
regularly appear directly on the ground. There are always five such items to be 


found on your current map, Any additional collectible that appears (such as a Bronzed Medal 
Soul Seed) makes the aldest of the previous five items disappear. The nature Jagd Woods, Eremite Plains. Silvered Medal 30% 
of the item you obtain when you examine the shining object depends on your Crystal Medal 10% _| 
current location…. and luck, as revealed by the following table. Any area that is Bronved Medal 15% 
not listed in the table does not feature random collectibles at all. Sivered Medal 10% 
Grasslands. Aryas Clmb Cystal Medal 5% 
RANDOM COLLECTIBLES: OVERVIEW En Vegetable Secd | 70% 
E Bronzed Medal | 30% 
EN cvernus Sivered Medal __ | 60% 
Bronzed Medal 60% 3 Crystal Medal 7% 
Commercial District, Arcade, Warehouse District, 3 
South Station, Cathedral, Pilgrim'sCauseway | SieredMedal | 0% | n Gold Oust BE 
d Chystal Medal 10% Ë Bronzod Madal. 60% 
Bronzed Medal 50% Pochy Gag Siverod Medal | 30% 
" Siversd Medal 0% Goystal Medal Ie 
‘Gaystal Medal "% Gold Dust Kal 
Gold Dust % Bronzed Medal 0% 
Bronzad Medal 2% | Moge Vilas Sivored Medal Box 
Ali Sm |_Sivorod Medal 60% Ciystal Medal 7% 
|_ Crystal Medal 8% | |_ Platinum Ore 3% 
Platinum Ore 2% Unappraisad hem | 15% 
Bronzed Modal 0% Bronzed Medal 50% 
Pilgrim's Passage ‘Silvered Medal so Giants Sandbox, Grave of tha Cotossi SiverodMedsl__ | 25% 
Crystal Medal 0 <__Oystol Medal id 
Brorasd Medal 60% Er] Unappraised kem | 20% 
Old Toen Silvered Medal 0% É Bronzed Medal 40% 
Crystal Medal 8% B Atomoss Sands |_ Silverod Medal 0% 
Gold Dust 2% | Fi Crystal Medal 5% 
Glutton's Quarter, Reveler's Ouarte, ant Ned bead ES Varta n ae 
B Chamolon's Quarter Lower City Fetje ik Ea lk 
Bronzed Medal | 60% Dry Floodlands Silvered Medal 0% 
BE Warehouse District, industrial Area. Silvered Medal 0% Coystal Medal % 
Cargo Station Cuystal Medal 7% Platinum Ore % 
Gold Dust 3% Bronzed Medal 50% 
2 Bronzed Medal 0% Silvered Medal 0% 
Augu's Quarter Palace Garden Patent | Nete inn leng ee 
Platinum Ore 2% _|_ Platinum Ore 2 | 


LIGHTNING RETUGNS. 


Noel: Once you have completed main quest chapter 1-5, you can Lightning's Poses: If you leave your controller inactive for several 
encounter Noel walking through the streets of Luxerion (EB). The seconds, Lightning will strike a pose (EB) — usually to establish her 


conditions governing his appearance are as follows: growing boredom. The exact idle animation she adopts depends on the 
garb she is currently wearing, though there are also several conditions 
NOELS APPEARANCE CONDITIONS linked to the environment that can occasionally lead to special poses. 


„ONDITION 
| Gross the ticket barrier in North Station | Walking from North Station toward the & EXTRAS 
city (21:00-00:00) Í 
Cross the ticket barrier in South Station_{ Walking from South Station towards the 
Warehouse Oistrict (16:00-19:00) Bored #1 | Equilibrium, Vengeance, Vigilance, Innocence, Ultimatus, Divergence, 
[Walk by the stairs in Pilgrim's Passage | Close to the Clock Tower(03:00-06:00) | Providence, Guardian Corps, Knight of Evo | 
Bored#2 | Dark Muse, Helter Skelter. Electronica, Witching Hour, Candy Raver, 
Â Woodland Walker, Sand Fox 
Snow: You can also interact with Snow after the end of main quest Í 
chapter 3-3. When you complete the chapter, he will stay in the same Bored#3 | lange Noir, Cyber Jumpsuit, Passion Rouge, Lautomne, 
room for the rest of the day. On the following days, he can be encountered Manial Monk, Dualist, Black Mage 
in the Augur's Quarter from 12:00 to 18:00 (CB). Bored #4 | Dust and Shadow, White Mage, Blue Mage, Sun and Bloom, 
Stone and Sand, Hunter of the Wild, Soldier of Peace 
Zaaford's Hints: Zanford, the quest giver for ‘Last One Standing: afer Bored#5 | Midnight Mauve, Black Rose, Crimson Bloom, cy White, Dark Orchid 
indications on how far you are from completing his mission when you Champagne Gold, Violet Twilight & souL stens 
speak to him. 
k Bored#6 \ Splendid Admiral, Oviet Guardian, Loyal Servant, Bold Vanguard, pn 
ZANFORD'S HINTS Velvet Bouncer. Cold Rebellion, Red Mage ü 
| Bored#7 | Noctume, Paladin, Déjà Vw, Danse Macabre, School's Out, Lilit, é RANDOM 
HET ONE COLLECTIBLES 
DEFEATED La Fouldre 
| “The strength of the Last Ones is beyond imagining. They possess the Bored#8 | Heartstealer Primavera, Urban Outlaw, Dangerous Blossom, ® EASTENERGS 
| power of all that came before them. Hidden Justice, Ignition, Intruder. 
“Some af the rarer species only appear in specifie places or times. Bored#9 | Mist Wizard, Watery Chorus, Purple Lightning, Carnaval Crusher. 
They wil be particularly difieult to cul down to one Rhapsody in Rose, Nightmare, Amazon Warrior 
010% 
“Live through this life countless times. …| wonder why those words. Bored #10 Oragoon, Dark Knight, Oragon’s Blood. Sacred Knight, 
popped into my head?” | Shadow Trooper, Astral Lord, Pallas Athena, Siegfried 
“The Last Ones inherit all their species’ memories, across time and Bored #11 | Mioo'te Dress 


space.” think it d be nice if hat were true” Bored 12 | Spira's Summoner 


Bored #13 | Sphere Hunter 
Bored #14 | Midgar's Flower Girl 


| 10-30% _ | “On? Looks ike you've had some luck with the Last Ones? But you're 
{ onty just beginning. Don't give wo. 


30-60% _ | "You're really working your way hrough those Last Ones! | knew | 


| was right about picking you” Bored #15 | SOLDIER st Class 
| ao-som_ | wel, look a ou! Youvedefeated that many Last Ones already? Are Bored #16 | Shogun, Shining Prince, Dark Samurai, Schei Savor, Utsusemi, 
| vou sure you're even human? | Art of War, Flower of Batte 
| Í 
0+% “You're nearly there. One last shove and vou will have defeated all of Bored #17 | Tomù Raider 


[ the Last Ones, It is a feat beyond any normal human” 


Bored #18 | Cosmocrator 


Bored #19 | Moogle Ovcen 
Destructible Crates: Every time you break a destructible crate, you have | 
5 Dazzled | In the Dead Dunes, 0500-0300 
a 10% chance to obtain a medal (or similar item). The crates that you Dee 
smash reappear after five hours. Hot In the Dead Dunes, 09:00-18:00 


Cold | inte Dead Danes orin the Willands 1800-05-00, 


The High Priestess: You can witness the High Priestess's preaching in 3 
Luxerion's cathedral twice a day, during the following time windows: from Dizzy Make ee pia (without walking or running) 
10:00 to 13:00 and 18:00 to 21:00. rde ihre } 


If you are looking for specific information, this alphabetical listing is just what you need. To avoid any potential spoilers, note that all entries that link ta the Extras chapter are written in red. 
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